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This limited-edition Magic® supplement will sell like crazy. 
Get Unglued while you can. 
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BEHIND the LINES 
Cardboard War Stories 


rlog, in the Osirius system, is 
0: place I'll remember for- 
ever. The Empire, led by my best 
friend and me, was up against 
the ropes. Rebel activity had 
reached an all-time high. Our 
full-press search for the Rebels’ 
base was leading nowhere and 
the Imperial treasury was run- 
ning on empty. The Rebel 
leaders, every last one, had all 
assembled on Orlog to prepare 
for the final push, and it looked 
like we were going to lose this 
game of Freedom in the Galaxy— 
lose it big! Until... the only 
random event card that could =f 
save us came up: “Imperial Player 
may commit atrocity” it read. 
We'd bled our treasury white to buy some- 
thing called a “Planetary Stabilizer” and 


Freedom in the Galaxy 


lelujah” kind of joy. The Planetary Stabilizer, you 
see, puts an end to rebellion on planets by, 


of successful Rebel recruitment, raiding and 


harassment ended in one gruesome turn as 
Orlog was “stabilized” into dust. The pale, 


laughed until it hurt. 

Having moved away from my hometown, 
ever we get together we still crack-up over the 
game took place 15 years ago. 
games: Players can become so immersed in a 
good one, it’s like they're living it. Yes, the 
thrills are vicarious, but so what? In my book, 


an evening spent pretending you're emperor 
of the galaxy, a Sherman tank commander or 


bouncing a rubber ball by a mile. And it can 
make for great memories. 
There was this time, during a game of Tun- 


cavern by some demented wizard with a pun- 


bling around haphazardly and singing(!), we 
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: recognized the animal to be an elk. A drunken 
: elk? Hmmm... Could it be an “elkoholic”? It got 
regretted it deeply. Now our regret turned to : 


joy—the “raise-your-hands-and-shout-hal- : 
? snakes with their tails pinned to the wall. The 
: snakes were moving back and forth on the wall 
well, putting an end to the planet. Ten hours 
: us completely stumped and the party began to 
? pass out from lack of air. Most of us were close 


? to death when the GM offered: “What's another 
slack-jawed look on the faces of our three : 


friends playing the Rebels was so funny, we : 
? vipers.” The sheer awfulness of the pun com- 
: bined with the built-up tension from the 
| rarely see my best friend any more, but when- : 
: of the evening. 
Planetary Stabilizer incident, even though the } 
: telling “cardboard war stories” like these. 
That’s one of the things | love about : 
: it’s these kinds of shared experiences that make 
? usa community. So don’t be afraid to join us. 
H Yeah, we're kinda weird. Heck, we talk about 
: things we pretended we did. But we make 
i memories, have fun and spin a good yarn. 

a sword-swinging barbarian beats the boob 
tube or watching groups of multi-millionaires : 
? tered after my perfect plan went not-so-perfect. 
: One hero remained, though. Now this wasn’t just 
: any hero. This musta been Audie Murphy him- 
nels & Trolls, that the party was trapped in a : 
: a big stick, he found a bazooka and... 
fully bad sense of humor. We solved the first ; 
few encounters he threw at us with ease, but : 
when we ran into a large deer-like animal stum- 
: Tom Slizewski 
were puzzled. Luckily the woodsman in our party 


worse from there. 
In the next room, there were two small 


like those gizmos on car windshields. This had 


word for snake?” Constrictor? Serpent? Viper? 
Viper! Say-it-ain’t-so, they’re “windshield 


party slowly dying had us laughing the rest 
Most long-time gamers can spend hours 


Granted, it seems weird to nongamers, but 


Let me tell you about this time during a 
game of Squad Leader. My troops were scat- 


self ‘cause after he took down a Tiger tank ‘e 


en 
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LETTERS TO THE EDITOR 


WEIS SMART 


“Hey, Evil Rick,” | said to my duplicate, 
a guy who’d been created inadvertently 
in a nuclear Battle Cattle accident, “lis- 
ten to this letter.” 
» Evil Rick grimaced. “Die!” he snarled. 

“Die! Die!” 

| was puzzled. “Diet?” | said. “You 
want me to go on a diet?” 

Evil Rick rolled his eyes, muttered an 
obscenity, then slunk back under the table. 

“Anyway,” | continued, “Eli Carr of 
Cincinnati, Ohio, congratulated us on 
our classiness. He said we were real smart, 
and the same goes for our readers. Well, 
he’s right, of course. When it comes to 
ferreting out the classy stuff in InQuest, 
our readers are right on the money. Why, 
check this out...” 


SCHWING SET 


I'm only going to say this once. That 
“Schwing” article in issue #38 was the 
best thing | have ever read. 

Vince Nigro 

Minneapolis, Minn. 


Huh? You mean “Schwing” had words 
in it? 


Not to sound like an ass, but | think Ed 
Beard Jr. needs to reread the description 
of Eowyn from Tolkien’s “Lord of the 
Rings.” | doubt that with a bra cup size 
like the one depicted, Eowyn could have 
swung a broadsword or have been mis- 
taken for a young lad. | think Ed must 


have been thinking of someone else. 
David Farris 
New York, N.Y. 


That was a typo. It wasn’t supposed to 
be Eowyn. It was supposed to be Tolkien. 


My favorite swimsuit to see on a real 
woman would have to be the one worn 
by Bayushi Kachiko. | showed it to my 
girlfriend and | think she liked it. | want 
to give it to he for her birthday. Who do 
| write to for this fabulous suit? 

Joe Jaczewski 

East Amherst, N.Y. 


According to my ruler, Bayushi measures 
about four inches. You got a girlfriend 
that short? 


You know that “Schwing” article? It’s 
missing one hot tamale. How could you 
guys forget Magic’s Avenging Angel? She 
looks awesome! Maybe the way she holds 
a sword suggests she isn’t going to be 
easy to get a date with, but who cares? 

Amadeo Garcia III 

Cagayan de Oro City, Phillipines 


BUT | GO 
“COMMANDO” 
UNDERNEATH MY 
SWIMSUIT... 


Photo courtesy of the Everett Collection 


Yeah, but she wanted five bucks to pose, 
which would've pretty much eaten up 
our budget. 


You need to give Serra Angel respect. | 
mean, that suit was lame. She should 
have had a bikini or at least something 
that looks like a swimsuit. 

Don Duricic 

New York, N.Y. 


Me: Just wait till a stiff breeze blows up. 
Ooo, mama! 

My wife: What’d you say? 

Me: Uh, nothing. That was Evil Rick. 
He—Ouch! 

My wife: Give that to him when you 
see him, would you? 


METAL ILLNESS 


In your article “Heavy Metal” (issue #38), 
you forgot one of my favorite miniature 
battle games, WarZone by Heartbreaker 
Hobbies & Games. It may not be as rec- 
ognized as Warhammer or BattleTech, but 
it has a solid system with great rules. Best 
of all, the main book—which is all you need 
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ROLLING The Hidden Emperor™ expansion 
consists of nine consecutive releases. 
Over 50 new cards each month. 


Legend of the Five Rings and The Hidden Emperor are trademarks of Five 
— - * Rings Publishing Group, Inc. Five Rings Publishing Group, Inc 
THUNDER subsidiary of Wizards of the Coast, Inc. ©1998 Wizards of the Coas 


AWARDED EACH MONTH TO A LETTER THAT 


TICKLED OUR FANCY FOR NO APPARENT REASON 


a. a 


if | didn’t respect your magazine, | wouldn't 
be writing this letter to address what | 
consider a grievous oversight—the excel- 
lence of the Ge23 game. Ge23 and the ARC 
System are attempts to bring new players 
into the trading card game (TCG) hobby. | 
wouldn’t use “excellence” to describe a 
product that merely satisfies new players, 
just as | wouldn't describe a children’s book 
as excellent unless adults liked it as well. 
Simplicity of rules and play does not mean 
the game is trivial. Poker and chess have 
simple rules but are far from trivial. 

I don’t believe the mechanics of the 6e23 
game are inappropriately unoriginal either. 
Look at the breadth of play experience in 
bridge, hearts and spades—and the simi- 
larity between game mechanics. The fact 
that a player who enjoys hearts can play 
spades without totally relearning rules and 
strategy is a bonus, not a problem. It would 
be a disservice to our new players to intro- 
duce them to TCGs using mechanics that 
don’t prepare them for the rest of the genre. 

Richard Garfield 

Wizards of the Coast 


We agree that the Arc System is a great 
learning tool for beginners and an excellent 
way to introduce the curious to our hobby. 
However, in our opinion Ge23 is lacking the 
strategy elements and uniqueness which 
keeps us coming back for more. The Xena 
setting helped pique our interests (see 
review last issue), but, again, we feel any- 
one who has enjoyed Magic or BattleTech, 
including us and most of our fans, won't 
discover much new in Ge23. 


JEFF HAYS 
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JUSTIN HENRY 
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to play—is only $20. True, the book has no 
figures, but you can get four-man blisters 
of most units for about $10. Normal-sized 
individuals cost about $3. I’ve spent as 
much money as a friend did on Warham- 
mer and I've got twice as many figures. 
New weapons are easily incorporated into 
the game, and you need only one—that’s 
right, only one—20-sided die to play. 

Eric Pelkey 

Greensboro, N.C. 


Yeah, that article made me all misty-eyed 
and sentimental, too. I’m a big fan of 
Grenadier’s Fantasy Warriors, which 
come packaged with enough miniatures 
to start World War III. War Law by Iron 
Crown’s another good one. But my all- 
time fave is Wabbit Wampage, which 
features—no joke—bunnies armed with 
chain saws. Ah, memories... 


WIENER TAKE ALL 


Greetings, fellow hot dogs. | have an idea. 
How about a “You're the Boss of /nQuest” 
contest? The winner gets to be the head 
of the magazine for one issue and do 
whatever he wants. How about it? 

Ben Krainin 

Sharon, Mass. 


By a strange coincidence, this is how | 
got my job. Except | lost. 


QUEST FOR 
BUTTWEASELS 


Please allow me to share the following 
conversation | had with some stupid but- 
tweasels at my local card shop: 

Stupid buttweasels: Hey, dude. We was 
reading this magazine with “System Shock” 
in it (issue #37) and we wanna know when 
the quest cards are coming out. 

Me: Never! Read the article! It says 
that the cards SHOULD be made! Not 
that they WILL be made! 

Stupid buttweasels: But look, they 
got pictures. 

Me: For the last time, there are no cards! 

Hopefully, this will ensure that 
nobody will be writing stupid letters 
about quest cards. 

Dennis Illige-Saucier 

Denver, Colo. 
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Oh, | don’t know... 


| was just wondering when the quest 
cards will be coming out. 

Kenneth Palmer 

Omaha, Neb. 


Pass the Excedrin, will ya? 


WHITE OR WRONG 


Thanks so much for naming white as the 
best Magic color (“Natural Selection,” 
issue #38). Maybe now | won’t be 
laughed at all the time when | play my 
white decks. 

Lee Novak 

Milwaukee, Wis. 


Hey, we just said white was the best color. 
We didn’t say anything about you getting 
laughed at. 


YOU'RE UNDER ARREST 


So Wizards of the Coast patented the 
Magic game, eh? Well, not only is the 
Magic patent poison for the industry— 
would there be wargames if Avalon Hill 
had patented hexagonal mapboards, 
counters and randomizer dice?—but it is 
so broadly defined that even grandma's 
bridge club is made illegal. Then again, 
this is the same crack legal staff who, as 
TSR, tried to remove the words “paladin” 
and “ranger” from the English language. 
So why be surprised at this land grab? 
And can | still use the word “land”? 

Mr. Garfield and WotC can do only 
one of three things: 

1. Pay royalties to the nation of France 
for inventing playing cards. 

2. Pay royalties to companies such as 
Avalon Hill whose 1978 game Magic 
Realm made use of small cards to indicate 
spells, magic treasures and monsters. 
Sound familiar? 

3. Admit that Magic, like every other 
game since Little Wars by H.G. Wells, 
appropriates scraps from other games. A 
little Dragonmaster, some Magic Realm, 
a pinch of Nuclear War and—viola!—you 
have Magic. 

This letter is patent pending, meets 
all requirements of the Berne Accords, 
the Geneva Convention and the Salt II 
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These are the opening volleys in a war that will determine the future of mankind — and the outcome is up to you. 
Trinity: Battleground is an in-your-face battle of psionics and biotech weapons against the twisted powers of the 
Aberrants. Battleground is a stand-alone miniatures game that’s fully compatible with the Trinity RPG. Your 
roleplaying character can be converted easily into a heroic Battleground warrior — not a faceless minion — who 
takes the fight to the Aberrants, once and for all. 


The Battleground boxed set contains 20 hand-cast high-definition plastic miniatures, terrain, rules, dice 
— everything you need to play. Also look for forthcoming Trinity: Battleground 
Terrain Sets and blister-packed pewter miniatures. 


White Wolf is a registered trademark of White Wolf Publishing, Inc. Trinity, Trinity Battleground and Trinity Universe are trademarks of White Wolf Publishing, Inc. All rights reserved. 
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Treaty, authorized use as written con- 
sent given by, audited and regulated 
under the benevolent dictatorship of 
Sean Stevenson. 

By the way, | am copywriting the 
word “the.” Anybody who uses it owes 
me one cent. 

Sean Stevenson 

Pittsburgh, Pa. 


Well, Sean, I’ve been following this con- 
troversy pretty closely, and I’d have to 
say that the—oh, damn it! 


SQUARED CIRCLE 


Please take a moment to look at your 
Price Guide. Your symbol for uncom- 
mon is a circle and for common it’s a 
square. Now since a circle is the sim- 
plest shape, wouldn't it make sense to 
use the circle as the symbol for com- 
mon cards? A square, on the other 
hand, is slightly more complicated 
than a circle; hence, it’d be a good 
choice for uncommon. 

Chris Falco 

Sycamore, Iil. 


First of all, it’s not a circle. It’s a wart. 


Pave pines, 


io 


Q’APLA! 


| just finished reading /nQuest #38, 
and while it was an excellent read as 
usual, | have one correction to make. 
In your article about the lack of a Star 
Trek RPG, no mention was made of 
Prime Directive, the Star Fleet Battles 
RPG | wrote for Task Force Games, a 
game which is still in print and avail- 
able from better game stores 
everywhere. While the game is 
designed for Prime Teams (commando 
teams) assigned aboard the many and 
various Federation ships, it also allows 
for players to play the Bridge Crew. 
These stats are included in the Feder- 
ation Sourcebook. 

Fully licensed by Paramount and 


nominated for a GAMA award as Best 
New Roleplaying Rules of 1993, the 
game allows players to roleplay 
within the Star Trek universe and, | 
think, should have been mentioned 
in your article. 

Timothy D. Olsen 

Amarillo, Texas 


Obviously, this was written by a Klingon. 


ERTAI’S GAZE 


| was rooting through some back issues 
when | came across issue #12. In it, you 
guys had a bunch of new cards. On 
page 30, there is a card by the name of 
Frozen Gaze. Guess what? It has almost 
the exact same wording as Ertai’s Med- 
dling, which came out with Tempest. 

From what | understand, it takes 
about a year and a half for Wizards of 
the Coast to create an expansion, Well, 
the length of time from April, 1996 
(issue #12) to late 1997 (Tempest) is 
about a year and a half. 

Just thought I’d mention it. 

Mark Allen Gardner II 

Prescott, Ariz. 


Say, you think WotC would be inter- 
ested in Wall of Spam? 


HOME ON THE RANGE 


All right, I’m gonna cut right to the chase. 

Cow Nose. 

Battle Cattle. 

Hurloon Minotaur. 

The occasional picture of a nude cow. 
Come on people! What kind of sick bovine 
influence is running your little business? 

Ed Kranz 

Minot AFB, N.D. 


Just for the record: Thanks to our farm 
animal thermometer program, “sick” 
bovines are things of the past. 


SWAN TO GO 


| am dying to know: Will | ever see Rick 
Swan’s face in InQuest? Is he so horribly 
scarred that he cannot be seen in pub- 
lic without a paperbag over his head? 
Ben Katz 
Fairfield, Maine 


On a dare from Tom Slizewski, | dove 
32 stories into a bag of the Colonel’s 
finest fried chicken. Just my luck though, 
my head got stuck in the mashed pota- 
toes. Thus the bag. 


An elephant ? 


Two ornate 
masks: 

A supra-genius 
Noctral 
from Mount 
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CARDCREATIONS (Ut. c2 


Evil Rick 


‘Okay, mayhe it isn’t the most powerful of cards... but he’s so Congers, N.Y. 

darn cute! I'd never have expected it from Roger “Atog Spice” 

Smith, the replacement for Ginger Spice. We'll spice up his life A crucifix made of Atogs. You're going down. 
with an assortment of the preconstucted Exodus decks for 


CHAN PRITE RETURN OF /NQUEST-IONS 

f I) i\) I) Tt) | ‘hi \j | \ \ HB 1) What issue of your magazine was the “Contest of Champions” with 

Wit AR its | il | Ayal Vader vs. Spock, “Deep Space Nine” vs. “Babylon 5” and Ewoks 
i ? 

iste eat Greg Wallin 


Roger Smith Minneapolis, Minn. 


That was published in the 1997 Special of Sci-Fi Invasion. To 
get a copy, send me a hundred dollar bill and—huh? | can’t? In 
that case, call (914) 268-3594, and they'll help you out. 


What does TSR mean? 
Michael Gullien 
Makati City, Philippines 


TSR was originally a wargame company; the initials stand for 
“Tactical Studies Rules.” They do not—repeat: do not—stand 
for “Terribly Satanic Roleplaying.” 


| read with interest your mention of the Lovecraft stories in 
“InQuisition” (issue #38). Where can | get a copy of “Thing on 
| Arctic eal wie: ot ack the Dorkstep”... uh, “Whisper in the Dorkness”...no, “Dream 
If Arctic Seal blocks an attacking _| Quest of the enter Kadork”...wait, | know...”The Dork That 
creature and goes toa graveyard | Should Not Be”? 
the attacking creature’s controller — Scott Chenault 
must sacrifice a land. | Bedford, Texas 


| “To slay the most innocent of beasts 


ts surely a sin.” —Odin 
as Lovecraft stories are available in a variety of formats. Del Rey 


publishes affordable paperback versions. Arkham House pro- 
duces handsome hardbacks. Even Call of Cthulhu RPG publisher 
Chaosium has a line of Cthulhu-related fiction. The paperbacks 
and hardbacks are available in any good bookstore, like Barnes 


Fe) Dan Staley of El Cerrito, Calif. proved to be very left- & Noble or Borders. Also, the books are available on a number 
Cc brained as his non-linear thinking cracked “Dead of Internet booksellers which, for a nominal fee, will deliver them 
Man’s Hand: Ultimate Chaos.” He'll snag a box of right to your dork. 
oo Stronghold for his intuition. 
= Someoneis spending too much time on Trek lore and BAD GUY # 2 
neal not enough on academic-type stuff. That would be Eek! Arg! Ohhh! A-a-a-a-a-a - h...! 
Carlsbad, Calif.’s own Nicholas Hunter who won the Evil Rick 
= grand prize of a complete set of the new Deep Space Congers, N.Y. 
9 expansion for the Star Trek GCGin our “Whose Ship 
is it Anyway?” contest. Fifteen other trekkers will You’re a mean one, Evil Rick. wD 
HP also live long and prosper with other prizes. 
[asked Remember: Not only is InQuest a good read, it’s a great 
Thomas Kadar of San gasoline additive—providing you can get it stuffed in the 
a Clemente, Calif—why don’t tank. See you next time! 
| = you guys outside of Calif. 
——) get off your asses and 
| enter once in a while?— 
| sat loves his friend so much 


that he sent him a big box 
of dead game crap for our “Fool Your Friend” contest. 
Tom, however, will make off with a bunch of enter- 
taining prizes from Steve Jackson Games. 
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Who’s got the moves? 


You know what they do. But who does it better? 


Hercules: The Legendary Journeys™ joins Xena: Plus a whole lot of damsels in distress. 
; ‘ os a Saeed 
a ne oo eee Ee, be iii On its own or played against Xena, the Hercules 
nem ale im aL Saber Seat t ba ULE TCG makes for some wild combos. 
Hercules brings his own style to the world of trading Get the big picture. Check out the Hercules TCG. 


card games. Power stunts, superhuman strength, and 
hordes of ugly monsters. 


THE LEGENDARY JOURNEYS 


Trading Card Games 


Learn to play the Hercules TCG and look for 
the Hercules contest online at 
www.wizards.com/Hercules. 


WIZARDS OF THE COAST and ARC System are trademarks of Wizards of the Coast, Inc. 
Hercules: The Legendary Journeys and Xena: Warrior Princess are trademarks and copyrights of Universal Television Enterprises, Inc. Licensed by Universal Studios Licensing, Inc. All rights reserved 
©1998 Wizards of the Coast, Inc. 


boldly_go 


where no one has go 


To seek out new life 
and new Civilizations... 


ember of Starfleet, 
this is your charge 


AS a 


IM, ® & © (1998) Paramount Pictures. All Rights Reserved. STAR TREK and Related Trademarks are Trademarks of Paramount Pictures. Last Unicorn Gan 


HARD BOUND FULL-COLOR BOOK 


Last Unicorn invites you to join us on an exploration of the 
richest science fiction universe of all time. Experience all of 
the adventure and excitement that the galaxy has to offer, as 
you and your friends become the actors in your own 
Star Trek: The Next Generation’ episodes and stories. 


EXPERIENCE T bhE 
Star Trek: The Next Generation’ 
ROLEPLAYING GAME 


rom the hugely popular Star Trek: The Next Generation™ 
television series comes the most eagerly anticipated 
roleplaying game of the decade. Venture into the 
final frontier as a Starfleet officer, explorer or diplomat. Join 
the crew of a Galaxy-class starship as you*engage a 
Romulan warbird, or defend the Federatiom against the 
onslaught of the Borg. Trad phaser blasts with Orion 
pirates, visit the vast hive-caverns 6f Andoria, or swim 
beneath the haunting Japamah Falls on Betazed. The 
_ universe of Star Jgek# The Next Generagyon'™ awaits you. 
™ Expeffence itas you. never Have befote. 


is 


~~ ‘Go-Beyon 


se ee) ee 
orized User. 
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0: July 2nd West End Games owner and 
Doresisent Scott Palter told his staff he could 
not meet the next payroll. 

“It wouldn't be morally right to have them 
come in when | couldn’t pay on schedule,” Pal- 
ter said. He offered staffers the choice of staying 
on without pay—with a promise of payment by 
week’s end—or being laid off to qualify for unem- 
ployment. All but two staffers chose the latter 
option, he said. 

How does a 
company with 
can’t-fail roleplay- 
ing licenses like Star 
Wars, D.C. Comics, 
Men in Black and 
Hercules and Xena 
fail? It depends on 
who you ask. 

According to 
Palter, it’s a matter 
of a rough winter 
sales season cou- 
pled with a loss of 
liquidity which arose when WEG’s loan 
sources unexpectedly dried up. “Our 
games provide a heavy revenue base, 
but we also have heavy overhead,” said 
Palter. “West End has had cash flow 
problems off and on since 1996.” 

But WEG employees paint a dif- 
ferent picture, one of incompetence 


and mismanagement. “It is a great pale bye coms pang 
0 ey have killer licenses like olar ithd the “M | 
Wars, Hercules/Nena, Men in Blah. = pn ynenc. yniverea 


shame that such a promising company 
with excellent licenses and design peo- 
ple goes south because of mismanagement, lies 
and bad business sense,” said one senior editor. 
A key player in the whole mixed-up affair 

is Creative Design Group (CDG), Palter’s other 
company—one that manages a ritzy shoe retail 
chain. Palter said that CDG has shored up WEG 
as often as the other way around. But accord- 
ing to one source who has reviewed company 
financial records, WEG poured millions into a 


Jéne’s ROLEPLAYIN 


3 The End for West End? 


faltering CDG over the past few years. The great 
crime, according to this source, is that while 
WEG was propping up CDG it was defaulting on 
Lucasfilm royalty payments, borrowing from 
banks and reneging on tens of thousands of dol- 
lars owed to freelancers. 

According to a senior editor, WEG creative 
staffers were asked to forgo raises and bonuses and 
at times sleep four to a room during business trips 
so shoe company honchos could jet around 
the globe first class. 

At press time, Palter is working to save 
the company. If he can convince his licen- 
sors to hang tough, he says he can make 
ends meet. “Basically, they can take pennies 
on the dollar now, or 100 cents on the dol- 
lar later if they stick with me,” he said. If 
they don’t, a Chapter 7 
bankruptcy filing looms. 

What this means to 
their licensed properties is 
uncertain. A new distribu- 
tion deal currently in the 
works might convince 
Lucasfilm to stick with 
West End. However, 
according to sources 
inside WEG, the company 
hasn't paid Lucasfilm roy- 
alties for two quarters and 
has no signed contract for 
the “Star Wars” prequels. 

Sony has already 


Black” license. Universal 
has yet to make a decision on the Hercules and 
Xena RPG, our source said. Interestingly, D.C. 
Comics is committed to publishing the D.C. RPG 
in some form, according to an editor close to 
the project. 

The next few months will tell whether West 
End can overcome the considerable obstacles in 
its path to rise again or whether these events spell 
the end for West End Games. i M. R. Goode 


Jyhad & Magic: The Gathering ™ & © Wizards of the Coast. Hercules & Xena is a trademark of Universol Television Enterprises. Star Wars ™ & © Lucasfilm Ltd. West End Games authorized user 
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1S) MAGIC NATIONAL CHAMPIONSHIPS 
Linde Levels Top Magic Players 


att Linde turned gloom into elation on his way to winning 

the 1998 U.S. Magic National Championships. 

With the score at two games to one in his opponent’s 
favor, Linde made the right play at the right time to reverse 3 CTE iee 
his fortunes and force a fifth game. Pro Tour powerhouse_ CREATURES i LAND 
Mike Long, playing a Prosperous Bloom deck, had shut down : 

sites d j e ; 3 Nomads en-Kor : 17 Plains 
Linde’s all white weenie deck by casting Gloom. This black 3 Paladin en-Vec i 
enchantment increases the cost of all white spells and abili- 4 Soltari Monk SIDEBOARD 
ties by three mana, and Linde, with only four Plains on the 


4 Soltari Priest : 3 Abeyance 

table, was stopped cold. 1 Soltari Visionary : 1 Afterlife 

Cold, that is, until Long played a Natural Balance, which 4 Soul Warden : 3 Aura of Silence 
balances the mana resources of each player at five lands. Long 4 Warrior en-Kor H 14 Disenchant 
then cast Infernal Contract—paying half his life to draw four 4 White Knight i 9 Tariff 
cards. But Linde responded with Abeyance, tapping five Plains, i 1 Soltari Visionary 
which prevented Long from casting or using instants, interrupts NON-GREATURE SPELLS : 9 Spirit Link 
or sorceries for one turn. Facing a weenie creature horde he 1 Aura of Silence H 9 Wrath of God 
couldn’t stop, Long conceded. 4 Cataclysm i 

That made the score two games each. After such an excit- 3 Disenchant 
ing duel, the last game was something of an anticlimax with 4 Empyrial Armor 


Long getting mana shorted and Linde using his fast weenies A Tithe 

to charge to victory. As soon as Linde clinched the victory, a 

deafening cheer erupted from the dozens of spectators observ- Maryland native. In his accep- 

ing the finals on the huge closed-circuit TV set up for the event. _ tance speech, the newly crowned 
This exciting bit of Magic play took place over the 4th of national champion thanked his 

July weekend at the Origins game conventions in Columbus, __ friends and teammates for help- | 

Ohio. It’s considered one of the toughest Magic tournaments _ ing create the deck 


De \ i 


in the world with each player The win earned ‘ORD PHAMPIONSHPS 


having to go through 12 
rounds of Swiss play against the 
best players in the game. The 
event involves two three-round 
booster drafts on the first day, 
followed by six reunds of 
Standard play on the second. 

This year, white weenie and 
Sligh decks did well in the con- 
structed portion of the event, 
and players had the chance to 
use Exodus cards in tournament 
play for the first time. 

As a surprise to everyone, 
mono-green decks. did 
extremely well. The top eight 
finishers included two mono- 
green, two mono-red, two Pros- 
perous Bloom, one mono-blue 
and one white weenie deck. 

Playing that white weenie deck allowed 
Matt Linde to chalk-up his first big-time fin- 
ish. Linde chose to play with four Cata- 
clysms because “I expected a lot of 
combo decks based on Bloom or Oath 
of Druids,” he said. “White weenie is the 
best choice against those, so | figured it’s the 
deck to play.” His insight paid off big for the 17-year-old 


Linde a spot on the 
U.S. National Team along with Bryce Currence of 
Los Angeles, one of the game's veterans who’s been 
playing competitively for four years. Also on the 
team is two-time /nQuest Magic Player of the Month 
Jon Finkel. Finkel made the top four by playing a 
mono-blue deck with Ophidians, Man-o-Wars and 
Tradewind Riders. When asked about his choice, 
Finkel said “| play this deck because it's 
fun and it does not suck.” 
Of course, second-place fin- 
isher Mike Long also grabbed 
a spot on the team. Among his 
many accomplishments, Long 
won Pro Tour Paris playing a Pros- 
perous Bloom deck. This same 
deck helped him make the finals 
of this tournament. 

The four represent a strong and 
diverse combination of playing styles, 
making up an excellent team for this 
year's World Championships, sched- 
uled to take place at Wizard of the 
Coast’s game center in Seattle, August 
12-16. @ Alex Shvartsman 


Until end of 
play instants, | 
abilities requii 
Draw a card, 


“I’m too mod 


Abeyance proved key for Matt Linde on his way to 
winning the U.S. Magic Nationals. Four Cataclysms 
didn’t ut either. 
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I hed 


You don’t have to be the Kwisatz Haderach to play. 
| But it helps. 


The Dune” trading card game is designed Thunder at Twilight™ 
to challenge the masters. House Atreides is betrayed and falls to a brutal 
Harkonnen attack. Paul flees into the unending desert. 
There he will find an army, as well as his destiny. 


oad The Thunder at Twilight expansion brings 60 new 
POE TINE. cards to your machinations every month for three months. 


To win you must control the spice, | Judge of the Change™ parts two and three are 
accumulate wealth, and curry available now. 
Imperial favor. Look for the Second Moon Rising™ 


In the end, you will be master expansion on sale in November. 
of a Great House. 


You need consummate diplomacy, unwa- 
vering courage, and the will to overcome 


Or you will be nothing. 


OF THE COAST” 


=< ~~ | Wizards, Customer Service: 888-4-5RINGS wy 


Wizanns oF THE Congr is a registered trademark of Wizards of the Coast, Inc. Judge of the Change, Second Moon Rising, and Thunder at Twilight are trademarks of Five Rings Publishing Group, Inc. Dune is a trademark of the 
Herbert Limited Partnership; it and related marks are protected by trademarks and copyrights owned by the Herbert Limited Partnership and are used under license. ‘The Dune ‘Trading Card Game is produced by Last Unicorn 
Games, and is published under license by Five Rings Publishing Group, Inc. Five Rings Publishing Group, Inc. is a subsidiary of Wizards of the Coast, Inc, ©1998 Wizards of the Coast, Inc. 


— Winners Break Out of Horror Box 


An mysticism, Jewish religion and Nazi ideology collide 
on a jungle island. Intelligent, talking dogs settle in New York 
City. An interracial boxing bout is held despite a natural dis- 
aster that destroys a Texas town. 

The Horror Writers Association honored these diverse works 
at its 11th annual Bram Stoker Awards banquet held this past 
June at New York City’s Marriott East Side hotel. 

“It has been and remains my mandate as president of HWA 
to try to remove the narrow definition of horror,” said Janet 
Berliner. She, along with George Guthridge, co-wrote Children 

of the Dusk, which was hon- 
ored for superior achievement 
in a novel. “If the Holocaust 
and the idea of putting live 
humans in ovens, for example, 
is not fearful enough to cause 
nightmares, then | can hardly 
think of what is,” Berliner said. 

Science fiction writer Jack 
Williamson (Demon Moon, 
Black Sun) wryly backed 
Berliner’s crusade. “| never 
realized | was a ‘horror 
writer,’” he said, after receiv- 
ing a lifetime achievement 


Big, intelligent dogs keep a horrible 
secret in this award-winning novel. 


Know Rules, Will Travel 


t’s not enough to be cool. In today’s cutthroat environment, you also have to 
make sure everyone knows you’re cool. That’s why Five Rings Publishing may 


be coming to a gaming store near you. 


“The hardest thing to do in this industry is to communicate how cool 
our games are. We need to teach for our games to succeed,” Luke Peter- 
schmidt, brand manager for Five Rings’ hottest games and lead developer 
of the revamped Rage collectible card game, said. “Who’s going to try a 
game if no one knows how to play? We want 
to get into stores and teach everyone who 
shops there how to play.” 

With that in mind, Five Rings has initiated 


1998 BRAM STOKER AWARDS 


NOVEL: Children of the Dusk by Janet Berliner 
and George Guthridge 

FIRST NOVEL: Lives of the Monster Dogs by 
Kirsten Bakis 

NOVELETTE: “The Big Blow” by Joe R. Lansdale, 
appearing in the anthology Revelations 

SHORT STORY: “Rat Food” by Edo van Belkom and 
David Nickle, in 0n Spec magazine 

FICTION COLLECTION: Exorcisms and Ecstasies by 
Karl Edward Wagner 

NON-FICTION: Dark Thoughts: On Writing by 
Stanley Wiater 

LIFETIME ACHIEVEMENT: William Peter Blatty; 
Jack Williamson 


Stoker. “Inadvertently, | wrote a certain amount of horror.” 

The pugilistic novelette “The Big Blow” earned Joe R. Lansdale 
his fifth Stoker award, leaving him tied with Harlan Ellison and 
one short of Robert R. McCammon’s record. Stanley Wiater gar- 
nered his second nonfiction Stoker for Dark Thoughts: On Writing. 

A ballot of active HWA members also honored William 
Peter Blatty, author of the best-seller The Exorcist, for lifetime 
achievement. & Matthew E. Milliken 


et 
control of tare 
Permanently heres + ey control of target 
artifact or Fe of the same type: 


0 
permancn ocket 
1h warm bal in Meee 


a new program designed to help spread the 
word about their products. Any store that pur- 
chases a couple of displays of their most pop- 
ular games—including Doomtown, Legend of 
the Five Rings and Dune—will receive a certifi- 
cate good for an in-store demo for that game. 


St ty ‘a pebble in its place. G 
a 
snumbled, and hid. 


~ LEGERDEMAIN 


4 “It’s a great thing for fans,” Peterschmidt main) 

= said. “Sometimes a store won't take a chance . Prdction of, or skill in, feats of 

3 on a new product, so would-be players never oe magic or sleight of hand. 2. Trick- 

= get the chance to even try it. Our new system ery; deception. 3. Blue Sorcery — 
FS allows store owners to buy a new product A from Magic: Tempest that allows — 
4 with the guarantee that we will have some- caster to swap control of an arti- 


one in their store to show interested people how to play the game. fact or creature. 4, Pirate slang 


This “learn to play” program is currently underway and all Five Rings prod- for the captain’s wooden prothe- 
ucts are included except Rage and Legend of the Burning Sands. These games are sis: “Arrr matey, don’t touch the 


brand new and are expected to be added once they become widely available. leg-of-der-man, or ye’ll sds 
@ Chuck Bednar the plank.” 
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FOR. UNCOUNTABLE CENTURIES, 
tHE K(NOREO RULEO tHE NIGHTS. 
THEIR POWER WAS MATCHED ONLY BY THEIR. 
ARROGATICE eae 
— UNTIL THE InQuisition. 


VULNERABLE FoR tHE FiR8t time, . 
THEY CONCEIVES an Edict 
— A MMASQUERACE — - 
BY WHICH tO HIdE THEMSELVES. 
Ano tHU8 CONCEALES, 
THEY WILL SECRETLY GOVERT] " 


tHE WORLO OF ~ 


THE PJASQUERADE 


rhe new vampire: the Masquerade will also be available in a one-time only 

peluxe edition. this volume will be printed with a black leatherette cover, and will www.white-wolf.com 
be slipeased with an exclusive vampire actbook featuring the work of John 
Bolton, Bill sienkiewicz, Brom, Tim Bradstreet, Guy Davis, John van Fleet 
and others; with an introduction by Neil gaiman. 


2join Mike Long, Jon 


; Finkel and Bryce Cur- ' 
= rence on the U.S. national 


Ultimate Spell Master 
Here are all of Magic’s spell types for each color— 
through Exodus—reduced to one handy-dandy 
chart. Note that Enchantments which can be cast 
as instants were counted as enchantments. 


100 «6150 «6.200 «250 «300 «350400450 500 


White 


\ 
Colorless 


BEeeOo BB 


Summon Enchantment Instant Sorcery Interrupts/ Artifact 
Mana Sources 


@ Tom Huskey 


MATT LINDE,17, from Damascus, Maryland 

DCI STANDARD RATING: 1870 = 

SECRET OF MY SUCCESS: I’m a very careful player and 

deck-builder ce 

STARTED PLAYING MAGIC? Three years ago after Legends 

FAVORITE NON-MAGIC GAME? Tennis 

FAVORITE TV SHOW: The Simpson's 

FINEST MAGIC MOMENT: 

Beating Pro Tour heavy- 

weight Mike Long in a 

tense duel. 

BIO IN BRIEF: Matt is new 

to the high-stakes 

Magic tournament scene 

but that didn’t stop him 

from walking away with 

the top spot at the 1998 

U.S. National Champi- 
z onships. He now gets to 


team when they battle for 
' the 1998 Magic world championship August 12-16. See 


= this month’s Special Report on page 18 for more. 
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Magic Juniors 
Win $10,000 


hen your spell absolutely, positively has to get through, 

it helps to be holding three Pyroblasts. 

Just ask Andrew Pacifico, 18, of Middleberg, Florida, who 
recently won the 16-18 year old bracket of the Magic: The 
Gathering 1998 Junior Super Series World Championships. 

Pacifico was playing a blue/green deck. Avoiding the 
established deck names, he named his the “Five-Color Flag- 
pole Control” deck. “Because Tradewind Riders and Walls 
of Blossoms are so flagpole (good),” he said. He used 
Quicksands to slow down any shadow-based assault, and 
his off-color cards, three Armageddons and a Fireblast, pro- 
vided firepower and proved critical throughout the day. 

“My best play of the tournament came in match four,” 
Pacifico said, “| was 
playing against a 
counter-heavy deck. 
When | cast Armageddon, 
he countered, but | had a 
Pyroblast. He had another 
counter. | had another 
Pyroblast. He had another 
counter. My third Pyrob- 
last was enough to let the 
Armageddon through, 
and he never recovered.” 
Despite this awesome 


play, Pacifico considers 
the most valuable card 
in his deck to be 
Impulse—"Ba-roken!” he 
says of the card. 

While that’s arguable, 
you can’t contest that it 
helped Pacifico walk 
away with $10,000 in 
scholarship money. Same 
goes for Jay Elarar of Van- 
couver, British Columbia, 
who won the 15 under 
age bracket. 

The Junior Super 


Andrew Pacifico (top, left) and Jay Elarar 
a3 each took home $10k in scholarships from 
Series took place this  #agie Junior Super Series. 


past June at Disney’s — 
Wide World of Sports complex in Lake Buena Vista, Florida. 
More than 250 players competed in the three-day event, 
battling it out in 14 rounds of play. Each finalist took home 
the top scholarship prize of $10,000 with the remaining top 
seven players from each age division receiving between 
$3,200 and $7,500 in scholarship prize money. 

“The Junior Super Series was a huge success,” said Kris- 
tine Szarkowitz, public relations coordinator at Wizards of 
the Coast. “This was our first big juniors tournament and we 
attracted some 500 spectators and players from all around 
the country and Canada,” she said. @ Rick Moscatello 
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Classic Gothic Horror Roleplaying 


Tread lightly within Ravenloft. Uhe land belongs to evil. 

Here knowledge is more potent than spells, and caution more 
reliable than steel. 

Your enemies are not mere monsters. lo destroy them you must 
enter the darkness and understand their ways. 

In the Domain of Dread, the trick isn’t knowing your enemy. 


ltrs living with what you learn. 
oA 
Champions of the Mists 


Desliei 
omains of Dread Available June 


Available Now 


Vecna Reborn 


Ser. Dark. 
ervants of Darkness Available August 


Available February 


the Shadow Rift Customer Service (206) 624-0933 www.tsr.com Children of the Night: Werebeasts 
Available April : Look for AD&D* game and RaveNtort® campaign Available November 
: products in book, hobby and comic book shops near you. 


1. Magic: The Gathering 


a 


| 2. Star Wars Dragons You read it here first. In last year’s top 
| 3 eae : — #10 predictions article (“Future 
| 5, foceat cis 4 Werewolf ) Shock,” InQuest #33) we speculated that 
| se Rings 5. OE | Richard Garfield’s next big design would 
: | be a network computer game. Now, 

6. Battiorach 6. Shatowrue | less than a year later, Wizards of the 

1. Star Trok: TNG 1. Star Wars: The RPG } Coast has announced a collaborative 

6. Allens/Predator 8. GURPS partnership with PostLinear Entertain- 

. — ries: ment to develop three computer games. 

; 2 “Gamers will now get to play com- 


nus 


4. Advanced Dungeons & 


Garfield Designing 
Computer Games 


| puter games designed by Richard 
| Garfield and Wizards of the Coast,” 
| said Mike Davis, vice president of 
| research and design at WotC. With 
| Garfield’s status as a premier game designer, a computer game 
designed by him is sure to have strong marketing appeal. 
Postlinear was chosen because they have expertise in massive 
} multiplayer games (one such, 10Six, is a million-player real-time 
| strategy Internet game set for release later this year), and in the cre- 
| ation of “limited edition digital objects”—the software equivalent 
| of a collectible card. Their proprietary software makes online “trad- 
ing card” games possible. 

| “Our agreement is to design and develop three titles with (WotC),” 
| said Roland Kippenhan of Postlinear. The games are currently still in the 
design stage and the first one should be on store shelves in early 1999. 
It will be an original design set in one of WotC’s worlds (either Magic 

or AD&D). @ Rick Moscatello 


Five Rings 


Magic or AD&D will see a Garfield- 
designed computer game 


HE PAST 


NAME: TOP SECRET/S.I. 

ORIGIN: TSR, 1980 (1st ed.); TSR, 1987 

TYPE: Modern Espionage RPG 

CONCEPT: You are a spy, commando, private investigator or some other 
kind of agent, joined with other operatives in a war. It's a secret war, fought 
mostly in the shadows. You have all the skills, advantages and equipment you 
need, but the bad guys have more. Pulp detective stories, gritty thrillers and 
high-adventure spy dramas are some of the stories that can be told. Included 
with the boxed set is information detailing a good guy agency called Orion and 
their evil counterpart, the Web. 

LEGACY: The popularity of modern-day action adventure movies has never 
waned, yet few successful roleplaying games have captured this genre. Top 
Secret was one that did. It was also one of the few non-fantasy RPGs that TSR 
had success with. Though not strongly supported, the basic game gave the 
Administrator (aka Game Master) a solid foundation for creating and running 
covert campaigns. Also of note, Top Secret broke away from the basic paradigms 
of AD&D-style roleplaying and still managed to click with players. 

AVAILABILITY: The Top Secret/S./. line has been dead for more than a decade. Since one of the options considered 
viable in TSR's new Alternity line is to run modern-day campaigns, there’s little hope it will be resurrected any time soon. 
@ Sean Patrick Fannon 
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J \can give myself mouth to nose resucitation. 


Though the wacky Magic— 
Unglued expansion due out this month 
will not be tournament legal, you will be 
able to use cards from the set in special 
Extended format tourneys in this Sum- 
mer’s Arena league season. 

The Asia/Pacific Tournament of 
Champions held at the end of July in 
Tokyo, Japan, was expected to be the 
largest gathering of Magic players 
ever, with some 20,000 attendees. 

Significant rules changes have 
been announced for the BattleTech 
CCG. Vehicles are now easier to destroy 
and there is a 10-card limit on vehicles 
and battle armor in constructed decks. Go 
to www.wizards.com for full details, 

Serious players of the Babylon 5 (CG 
will wont fo make it to VORCON 1 in Pomona, 
rake the weekend of October he 

e B5 World prarorins 
www.eternity.com for qualifiers near you as 
the top eight players from around the world 
will win free trips to the con. 

B5 CCG publisher Precedence has 
ako announced another expansion for the 
game. Titled The Great War, the new cards will 
concentrate on the military aspect of the show. 

The first Alien Predator CCG 
expansion is on. Publisher Harper Prism 
has announced that 116 more cards will 
be released. Titled Alien Resurrection, the 
expansion is scheduled to be sold in nine 
card boosters and be on sale in early fall. 

The 1998 World Championship 
events for Decipher's Star Trek CCG will 
be held November 13th through 15th at 
the Chamberlin Hotel in Hampton, Virginia. 

The following weekend, November 
20th through 22nd, will see the Star Wars 
CCG World Championships, af the Cav- 
alier Hotel in Virginia Beach, Virginia. 

Decipher has announced it is devel- 
oping a player identification system for 
use in Star Trek and Star Wars CCG sanc- 
tioned tournaments. This will protect players’ 
ratings and the integrity of their database. 

Steve Jackson Games is working on 
a reissue of Deluxe Illuminati, with 
full-color cards. 

White Wolf Game Studio 
announced that award winning horror writ- 
ers Lucy Taylor and Matthew J. 
Costello will be writing future books in 
the Wraith fiction line 

Activision has acquired the world- 
wide licensing rights to publish games 
based on White Wolf’s Vampire RPG. 
The first Vampire release, a 3D role-play- 
ing game, is due out later this year. 

A Sony PlayStation 3D fighting 
game starring the X-Men is in develop- 
ment at Adivision. Due for release next spring, 
the main villains will be Mojo and Apocalypse. 

Microprose is developing Civi- 
lization II: The Test of Time, the lat- 
est in their line of Civ Il games. The PC 
game adds such new features as animated 
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units and the ability to travel to new maps. 

Jackie Chon will appear in his first 
Sony PlayStation game early next year, 
when Midway Home Entertainment releases 
its fast-paced third-person action/fighting 
game, Jackie Chan’s Stuntmaster. 

Sound Source Interactive will 
release an interactive PC CD-ROM 
game based on the James Cameron film 
“The Abyss” later this fall. The Abyss: 
Incident at Europa is set 6 years after the 
film, and you'll fry to stop a mutating 
disease plaguing a submerged vessel. 

Activision will soon release a third- 
person action-exploration game based 
on the film “The Fifth Element” for 
the Sony PlayStation. 


Activision Classics will he | 


released for the Sony PlayStation this Octo- 
ber, collecting 30 classic Atari 2600 games 
such as Pitfall, H.E.R.O., River Raid, Chop- 


per Command, and Freeway all on one — 


disc, for a suggested price less than $30. 
Psygnosis has licensed the recent PC 
games Age of Empires, Urban Assault, 
and Motocross Madness, and plans to 
publish them on the Sony PlayStation. 
Nintendo 64 systems will be 
installed later this year in hotels, casi- 
nos and resorts such as the Sheraton, the 
Ritz-Carlton and Holiday Inns, as part of 
a 10-year licensing agreement between 


Nintendo and Lodgenet. 


Author Terry Brooks (The Sword | 


of Shannara) will write an original novel 
based on the upcoming “Star Wars” 
prequel for Del Rey books. 

George Lucas has confirmed, via 


the official “Star Wars” web site, that Boba - 


Fett has a prominent role in the sec- 
ond “Star Wars” prequel. 

The ninth “Star Trek” film, 
due out this Thanksgiving, has been given 
the official title “Star Trek: Insurrection.” 

William Shatner will play him- 
self in the black comedy “Free Enter- 
prise,” mentoring a pair of Trekkies who 
bump into Shatner at an adult book store. 


of Douglas Adams’ The Hitchhikers Guide 
to the Galaxy, currently in pre-production for 
eventual release in the summer of 2000. How- 
ever, Adams—who is co-writing the screen- 
play—says that’s baseless speculation. 


Will Smith is expected to stor ina | 


remake of “The Invisible Man,” 
which will be directed by the Farrelly broth- 
ers (“Dumb and Dumber”). 

Jenny McCarthy and Jada Pinkett- 
Smith have both signed on to star in a big- 
budget “Charlie’s Angels” feature 
film. Michelle Yeoh was rumored to be 
signed as well, but this may not be true; 
she reportedly said in an interview that 
she's looking for meatier roles. 


NEWS BITES | Hageand Bull 


64 page, Second Edition! Completely revamped! Brand new 
Rives Premiering at GenCon 1997!” 

Didn’t happen. In fact, though Five Rings Publishing has 
been promoting their new version of Rage, the combat-heavy 
CCG based on White Wolf's Werewolf: The Apocalypse role- 
playing game, for the past year, there’s still no game. So, 
what's going on? 

According to Edward Bolme, brand manager for Rage, 
deadlines were set, passed, set again, passed, set again. Now, 
as GenCon ‘98 looms, Five Rings is again promising to debut 
the game. 

Bolme explains that as the game was scheduled to be 
released last year, Five Rings was in the midst of being bought 
out by WotC. This taxed the resources of then-sole-brand-man- 
ager Ryan Dancey, letting Rage languish under a policy of 
“benign neglect.” 

This neglect, according to Bolme, turned out to be a bless- 
ing in disguise. ae SEE EE 
When Rage was put New Rage GGG cards: If you like bloody combat, 
back on the front _ you're gonna love this game, 
burner, problems 
were uncovered: 
Art that was to be 
contracted never 
was, mechanics 
issues still had to be 
hammered out, and 
so forth. So Five Rings 
spent the past year 
putting the game 
through “exhaustive, 
brutal playtesting,” cre- 
ating the game that 
will—honest!—premiere 
at GenCon '98. 

Rage is scheduled to 
begin its “Rolling Thun- 
der” release program, 
whereby small sets of 
cards are release each 
month, with starters 
for two tribes: the 
Get of Fenris (mil- 
itant European 
werewolves) and 
the Wendingo (militant 
Native American werewolves). Each 
month thereafter, two new tribal starters 
will be released—the Bone Gnawers and the Red Talons in 
September, Silent Striders and Shadow Lords in October. 
There will be two chase cards in every display of Rage. 

Five Rings is using the original card backs and cardstock, 
making the new cards physically similar to the old ones. The 
two games are presently incompatible however, though there 
are plans to release “official house rules” after Five Rings 
examines what fans are doing. The old fan organization, 
Garou Nation, has been adopted by Five Rings, giving sup- 
port to former members. i Jason Schneiderman 


Roge™ & © White Wolf Game Studio Inc 
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Coming August 1998 
A new expansion for the 


Internet's #1 Collectible Card Game 


read what the critics had to say about our last expansion set: 


s virtually perfect. Six out of six." -InQuest 
re succeeds marvelously..." -The Duelist 


Games For Brains 


‘o be able to tell good games from bad you have to be | i 
janes smart. 

That’s the belief of American Mensa, Ltd., a society for 
people who score in the top 2 percent on standardized intel- 
ligence tests. To clue the rest of us in on which games are great 
they hold an annual Mind Games competition—a board game 
playing marathon to determine which games will get the 
“Mensa Select” seal. 

The 9th such competition was held this past June in 


Bet you don’t know what IQ Confidential has in common with 
corduroy pillows? Well, we both make headlines! Get it? 
Head lines. You see corduroy is this fabric with lines in it, © 
Phoenix and five new winners emerged. They are: | when you lay your head on it the lines “print” onto your 
*Avalam. A stacking strategy game by the Great American | skin, making headlines. Don’t hold back, feel free to laugh 
Trading Company. )) until you cry. When you're over it, check out these items 
© Cube Checkers. A new way to play traditional checkers yy that may be making news headlines Scola 
by DCP Limited. 
¢ KRAM. A word game designed by Melvyn Du Botting. 
¢ Spy Alley. An espionage strategy game by Spy Alley Partners. 
¢ Wadjet. A game of archaeological adventure by 
Timbuk II, Inc. | 
The chosen games appeal to a wide-range of game-playing 
enthusiasts and you don’t have to be exceptionally intelligent | 
to play them, according to Steve Weinreich, the chief judge. a 
The selected games were chosen from more than 50 | 
entries and judged on originality, game play, play value, 
aesthetics and clarity of instructions. Past winners of the 
competition have gone on to become top-sellers and include 
Scattergories and Trivial Pursuit. @ Tom Slizewski 


¢ Uprising, the first expansion for the comic book based 
| Jim Lee’s Ce23 CCG, is due out this month but will likely be 
delayed. Fans have complained about the lack of art from 
superartist Jim Lee (less than 10 illustrations from the 162 card 
set are by Lee). There's talk of first releasing a very small 
expansion (perhaps only 30 cards) featuring mostly Jim Lee 
art and then going ahead with the larger Uprising set this fall. 


¢ The sun looks to be setting on the fantasy roleplay- 
ing game Earthdawn. Though a critical success and brim- 
ming with imagination and new ideas, it never 
| developed a large enough fan base. Its publisher, FASA Inc., 
would not confirm the game's demise at press time but 
several staffers assigned to it have reportedly been let go. 


ie © There are strong hints from the developers of theLegend 
“Mi AGIC , fei) of the Five Rings CCG that the “new faction” entering the 
fF. | scene late in The Hidden Emperor storyline will be the Ninja. 
MUU Vy yay NtY!, : 
UPD ATES ee ¢ A new RPG from the makers of Conspiracy X is on 
the horizon. With the working title Extinction, the game will 


allegedly take the Conspiracy X mythos 80 years into the 
GENERAL RULINGS 


future. It’s going to be an entirely new system, though, and 
e When a creature is not in play, all asterisks (") in its power and be written by C. J. Carella of Rifts, Witchcraft and Armaged- 
toughness are considered to be zero. For example, your Volrath's don fame. 
Shapeshifter is 0/0 if a Clone is on the top of your graveyard. This | 
reverses the answer to one of the “Stumpers” in InQuest #40. 
Ld ee 
ane oe aes palipeet al sheets ida i CCG (see news story on page 26) we found out a few facts 
For example, when Abyssal Gatekeeper dies, the active player has to | | @P0ut the game. 1. Rage will now have * stronghold” cards like 
choose which creature to bury before the nonactive player does, || L5Rand Doomtown: 2. During the Alpha action phase—similar 
|| to the Battle phase in L5R—any player's alpha can challenge 
SPECIFIC CARD RULINGS 


any other player's alpha. 3. As a main phase action, a Silent 
¢ If Invasion Plans is in play, creatures that require paying a cost 
to block cannot block, because the attacking player is the one who is 
assigning the blocks and the defending player is the only one who 
could pay the necessary costs. For instance, the Plans would make a 
creature enchanted with Awesome Presence effectively unblockable. | 
¢ Pandemonium causes creatures to deal damage equal to their 
current power, not their base power. For example, if Pandemonium | 
and Dread of Night are out and a Serra Angel comes into play, it will 
only do three damage. 

e When Fade Away resolves, each player counts the total number 
of creatures he or she controls, then makes the required number of © 
payments and/or sacrifices. All sacrifices and payments take place | =) = * Correction: Some yahoo (OK, it was me) wrote in last 
apogee hl ty ig on po alg || month’s News Bites that the Star Wars CCG Special Edition 

b 
rifice two permanents. Note that you can't play mana sources dur- decks are fixed and playable out of the box. Well, they're nei- 
ing the resolution—you have to add the mana to your pool before the ther and we apologize for any confusion. 
Fade Away resolves. : 

e If a Transmogrifying Licid is Disenchanted in either form, switch-_ || Turns out all kinds of things make headlines if you lay on 
ing forms in response will not save it from dying. It’s a legal “ |_| ‘em long enough, especially barbed wire. | gotta yak a band 
for the Disenchant spell either way. : || aid, see ya next month. : 
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¢ During our investigation as to what's up with the Rage 


remove a Wyrm enemy from play. 4. The Red Talon tribe is the 
only one that gains renown for killing humans. In addition, if the 
Talon player has five human victims in the victory pile, he wins. 


* Scrye, the irregularly published CCG magazine, has" 
been sued for a five-figure sum in Rhode Island Superior 
Court by a popular fantasy artist claiming the magazine 
libeled him in a 1996 interview it ran. _ 


Strider player can discard two cards from his sept hand to” ! 
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HEALTH 
THE GAMING MAGAZIRE TR H le K 


QO © @® @ 


Movement: 206 +0 
Fighting: 206 +0 
Special: Transformer Chassis 
Floyd may use his Action to transform himself, thereby changing his 
Movement, Fighting and Carrying abilities. He begins the game In his 
basic “Hauler” form and assumes this form whenever he’s sent to the 
Bio-Vat. Other forms: 
“Movement: 206 +2: Fighting: 206 -I: Carrying: © 
Movement: 206-1: Fighting: 206+2: Carrying: © 


Movement: 206 ~=-+1 
Fighting: 206 +0 


Special: Das Blinkenteleporten 


Instead of moving normally, Mush may announce It’s teleporting. Roll 
two dice, multiply the result and place Mush in the resulting room. If 
the result Is 36, you may place Mush In any room. Either way this 
ends its Movement. 


ee 


Movement: 206 +3 
Fighting: 206 -2 
Special: Aat Packs 
The Rats may use an Action whenever they're in a room to split into two Rat Packs 
of combine back into one, When Rats split, divide their Health any way you choose 
{not to exceed your current total), Rat player rolls only once for movement and d+ 
Vides up total among the two packs in any manner. When split, each Pack may 
conduct an Action. Rat Packs’ Movement and Fighting modifiers are unchanged, but 
each can only carry (). If one Rat Pack goes to Bio-Vat, they both do frecombin- 
ing}. Only the Rat Pack carrying the ATM card needs to be in the Escape Pod to win, | ‘Quest enc Space Station ZEMO'™ & © 1998 Wizard 


Entertainment Group. tilustrations by Brian Douglas Ahern 


Movement: 206 -2 Movement: 206 +0 
Fighting; 206 +2 Fighting: 206 +1 


Special: Exploding Polyps Special: Commando Training 
Chuckle may use his Action to place a “polyp” in his current | Pete may conduct two different Actions every turn. He can Fight and 
Space/room. No more than one polyp may be placed In the same | Pick, Push and Shoot, etc... He cannot do the same action twice. 
space. Any other character who enters a space containing a polyp 
takes 106 damage (removing the polyp). Every time Chuckle places a 
polyp he loses one Health 


Billy is asked to DM. 
Billy has no time. 


Billy says “yes” anyway. 


Billy is screwed. 
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You love to be the Dungeon Master. 

In theory. 

In reality, prepping for your 
game can take a lot of time. 

AD&D® Core Rules CD-ROM 2.0 
changes that. 

Quickly generate complete 
encounters. Create your own custom 
races, spells, maps, and more. 

Plus, the new CAMPAIGN MAPPER™ 
component, from the makers of 
CAMPAIGN CARTOGRAPHER”, produces 


the exact city, dungeon, and 
overland maps that you want. 
Standard AD&D rules are built 
in, but the program can also 
handle your house rules. It’s the 
perfect AD&D tool for anyone who 
happens to have the burden of a 
life away from the campaign. 
Watch for it on shelves this 
October and go to 
www.tsr.com/er2 for more 
information and special offers. 
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Dungéons&Dragons’ 
AD&D* Core Rules CD-ROM 2.0 


Less work. More play. 


OUl “ISBOD BY) JO SPIBZIAA JO AJBIDISGNS © SI Su] ‘HSI Perieses S1u6n iy 


Available wherever software or AD&D products are sold. 
For a store near you check out http://locator.wizards.com 
Customer Service: (206) 624-0933 * www.tsr.com 


RELEASES — Return to the Tomb 
see Of HOFTOLS 2-eciy 2= ne 


original.” 


‘cam ______§n 1978, when plain old Dungeons 
i ¢ rs Ge & Dragons had just recently 
F : oo grown into AD&D, Gary Gygax cre- 
ated the ultimate death-trap. The 
Tomb of Horrors was a dungeon 
designed to kill high-level player 
characters (PCs). And even if you 
made it past all of the deadly rooms 
and pitfalls, you still had to deal with 
the demi-Lich Acerak. At the time, 
there was no villain more dangerous. 
} : ; Twenty years have passed and 
j Z ‘ Gygax has moved on, but the 
i 


Tomb has been unearthed with the 
Return to the Tomb of Horrors boxed 
set. Just as dangerous as the 
original, this high-level module 
sends the PCs back to the Tomb, 
and beyond. But this is no simple 
dungeon crawl. The adventure 
comes complete with a small 
campaign setting and a series of trials 
that the PCs must overcome before 
they can even enter the Tomb. 

Once they finally reach the legendary crypt, you get to whip out an exact 
copy of the original module, right down to the back cover’s expansive list of 
every published AD&D module—all six of ‘em. The module is untouched...even 
the stats are original 1st edition. It’s a nice homage to the early days of AD&D. 

In addition to the old reprint, the boxed set contains a 160-page book which 
details the adventure and settings from start to finish, full-color maps, a monster 
booklet and one of the best features of the package—a_ black-and-white 
illustration book with 60 excellent images to help your players see the action as 
the adventure unfolds. 

The adventure itself is well-done. It’ll take several sessions to get to the 
original tomb, and probably several more to get into the meat of the module. 
Along the way there are plenty of pitfalls and encounters to challenge even 
the highest-level adventurers, and it’s all just a warm-up to the main event. | 
won't divulge any secrets here, but the vast array of puzzles and dangers is 
every bit as good as the original. 

The module’s only major failing is that the overall 
story has little play in the actual 
adventure. It could have been 
inter-woven better with many of 
the encounters, but it’s clear 
that this is “dungeon” crawl 
first, and that’s just fine. Kudos 
to TSR for doing the original 
Tomb of Horrors justice by 
putting out the best mega- 
adventure since Dragon 
Mountain. @ Jeff Hannes 
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continued on page 36 


Don’t play games when it comes to 
getting the best price! 


OFFICIAL PRICE GUIDE TO 


© Comprehensive coverage of all 
role-playing games, all versions 
and editions, giveaways, and 
rarely seen promotional items 


e From the extremely rare to the 
latest releases, covers the 
complete history of the genre 


e Illustrations not seen on shelves 
in decades 


¢ From Advanced Dungeons and 
Dragons to Steve Stone’s Zero, 
from Alderac Entertainment 
Group to Xid Creative 


On Sale Now 


* 
fimOTHY BROWN anp TONY LEI 


0-676-60144-8 


Coming in Spring 1999 
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Shadows 


he Shadows are nasty, ruth- 


less and very powerful. In The “Set the Shadows 

Shadows, the first expansion for 
the Babylon 5 CCG, they're all and Vorions 
against each 


over the place. Luckily, the Vor- 
lons are around to.keep them 

in check—that is, if someone is other and watch 
actually playing with Vorlon the sparks fly.” 
cards in his deck... 

The main focus of the set 
is not just the Shadows, but all 
of the events going on when 
they started showing them- 
selves openly—that means the 
Vorlons have a presence as well. 
However, you don’t actually 
play as the Shadows or Vorlons. 
Instead, your group—Humans, 
Centauri, Narn or Minbari—can 
sponsor cards for one of these 
elder races. 

Keeping the theme of fol- 
lowing the timeline of the 
television series, The Shadows 
includes several new, more expe- 
rienced versions of older 
characters, including more pow- 
erful incarnations of Ambassador 
Kosh, Mr. Morden and Londo 
Mollari. There are no new innova- 
tions as far as card types or 
additional rules, but with the 
increased presence of the Vorlons and Shadows, you might end up starting the 
Shadow War. 

What makes The Shadows a great expansion is the impact it has on the over- 
all game. The expansion makes B5 more playable, adding cards that make several 
of the original cards more useful and cards that stop some of the strategies that 
were too abusive. There are also some great general utility cards, like Mobilize 
Reserves, which allows any non-homeworld fleet to ignore the restriction that it 
can only participate in a conflict targeting you. The unrest rules, which really 
weren’t explored in the original game, become a significant factor now. There 
are enhancements that can make cards more expensive or force you to discard 
cards from play, so watch out. On the down side, if one person is supporting the 

Vorlons or Shadows and the other race is not represented, 

it can be a little one-sided. Plus the game is still rare-driven; 
you do get two rares per pack, but 
there are 100 rares! And despite 
the changes, there are still some 
degenerate decks out there. 

But overall, The Shadows expan- 
sion adds a lot to the game, 
especially if you play the game with 
four people. It really balances things 
out, and it'll allow players to beef up 


their decks and win with style. = 
im Jason Robinette 
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“Plenty of heads 


te break.” 


Middenheim: City of Chaos 


T classic “Enemy Within” Warhammer RPG cam- gor : ter filled with descriptions of typical shops— 
paign ranks as one of the best campaign settings ever ug : including scads of floor plans ranging from the 
published. Hogshead’s edition of Middenheim: City of ¥ laa ruler’s palace to Drucker’s Printshop. 
Chaos is a worthy supplement for this setting, one which eri aa 1 There’s something for every level of game play 
details a bustling Renaissance pseudo-German citystate. ate | Ae) SS in Middenheim. If the PCs want to bash bad guys, 
Middenheim offers up a solid mix of background vs TS Jetta no problem. There are plenty of heads to break, 
and practical material, all neatly and sensibly orga- i from merchant-class cultists grousing against the 
nized. You get essays on city politics, the military, law 2s ee / nobility to liches lairing in the sewer system. Want 
enforcement, temples, cults, guilds—and suggestions i he wee to hob-nob with the elites? There are bios and 
on drawing characters into any of these factions. pi ee stats for many of Middenheim’s well-to-do—even 
You also get great practical oe notes on where they hang out after work. 
material, like a full-color fold-out The best aspect of Middenheim is its adapt- 
player’s map. Mid- ability. Most of the material can easily be modified to suit a wide 
denheim has tons of __ variety of fantasy campaigns and game systems. 
basic building blocks No book is perfect, of course. Many essays are necessarily 
of city adventuring: _ brief, given that this is a 96 page book rather than a boxed set. 
adventure ideas, And while the many floorplans are cool, many aren’t very detailed. 
encounters with over _ But considering all you do get for $16.95—including a color city 
25 character types, | map—Middenheim is a fantastic deal. 
price lists, city watch There have been some excellent fantasy city supplements 
schedules, a gazetteer published over the years, from the legendary Citystate of the Invin- 
describing each city _cible Overlord to L5R’s City of Lies. Middenheim, in terms of quality 
quarter and a chap- __and value, ranks as one of the very best. m® Paul Sudlow 9 
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SELECTION 


CUSTOMIZABLE CARD GAME 


FAX, E-MAIL OR SEND US A 
TELEPHONE/CATALOG: 213-341-5600 LETTER OF YOURSSTUFE 1716 COLORADO BLVD. 


MAIL ORDER HOURS: LOS ANGELES, CA 90041 


“f (BETWEEN LA RODA AND MT. ROYAL) 
Mon.-Thurs. 9 am - 6 pm tla 
Fri. 9am - 4 bed yi x, STORE HOURS: 


Sat. 10 am - 2 pm “m4 On Mon.-Fri. 10am - 8 pm 
FAX: 2 . Sat. 10 am - 7.pm 
X: 213-341-5611 (24 Hrs a day) f a Ze Sun. 12 pm - 5 pm 
E-MAIL: tlgaming@aol.com 
WEB SITE: www.ticards.com Ave ACCEPT: 
MAILING CHECKS, MONEY ORDERS, 
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lassic, Classic Restricted, Extended, Standard... 
There are so many different tournament for- 
mats these days, it’s hard to figure out which 
one to play in. Sure, Standard is the most popular, but 
what if you want to use some of your old cards? Well, 
there’s Extended, but what if you want to take advan- 
tage of those Moxes you traded your soul for? 
Well, why not construct a deck that works in any 
of these formats? It may sound like an impossible 
dream, but a solid theme can work in multiple for- 
mats. As long as you limit your foundation to cards 
that are legal in Standard, you can make the deck 
fit into any of the major formats. In the next few 
pages, we'll show you how you can adapt a basic 
concept to the three most popular constructed- 
deck formats: Standard, Classic and Extended. 


THE FOUNDATION 


For our foundation we decided to start with a cool 
concept that is also capable of delivering some 
punch—Slivers. There are many ways to go with a 
Sliver deck, but if you want it to be effective, there are 
a few cards with which you should definitely begin. 

The green Muscle Sliver is the only one of its kind 
with cumulative effects; the more you have in play, 
the better. The blue-white Crystalline Sliver makes your 
basic strategy viable by protecting your creatures. 
Black-red Acidic Slivers are the next best, but let’s keep 
the foundation manageable by limiting it to three col- 
ors. Blue Mnemonic Slivers give you card-drawing 
power, always a useful ability, and the green-white 
Victual Slivers give you massive life-gaining potential. 

Rounding out the basic Sliver strategy are two 
must-haves—Heartstone and Sliver Queen. Okay, 
so the Queen’s more than three colors, but we'll 


deal with that problem later. With an artifact cost, 


Heartstone fits into our plans nicely and drops 


our sliver abilities down to a single mana per 
effect. This is the basic foundation of a deck that — 
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By the InQuest staff 


can work in any tourney format. Now, all we have 
to do is build the rest of the structure, tailoring 
each deck to its tournament environment. 


TODAY’S STANDARD 


With ridiculous cards like Pandemonium and Hatred 
coming out in each new expansion, and older sets 
rotating out, the Standard environment (Type II) is 
constantly changing. However, as long as 5th Edition 
is the basic set there are a few constants, like 
Armageddon, Wrath of God and dual lands. Throw 
Cursed Scroll into the mix and you've got a lot to 
consider when building a deck for Standard. 

Decks relying on creatures will usually need some 
sort of defense against these spells to be effective. 
The most reliable defense is counter magic, but the 
lack of dual lands makes it difficult to include the orig- 
inal two-blue Counterspell unless you've already got 
a focus on blue. This is why the easier-cast Mana Leak 
makes a big difference in Standard; its one-blue, one- 
other casting cost makes it splashable into decks with 
three or more colors. Null Brooch is another option— 
but only if your deck intends to unload spells quickly. 

Cursed Scroll has become so popular that it’s another _ 
card you can count on running into. If you can’t get 
rid of it, can you and your creatures withstand a two- 
point smack every turn? And if you can’t counter an 
Armageddon, how will your deck do in the post apoc- — 
alypse? A good Standard deck needs to consider all in 
these factors. fs 


THE STANDARD DECK 


In Standard, you need to focus on one prirr 
egy, even more so than in other f rmats. 
and do too many things and | you'll get blo. 7 out of 


using Slivers, then they're your focus—and 
your opponent by attacking with them. _ 
But creatures are fragile, "and unles: 


mee 


‘THE CORE CONCEPT 


TERRE EEEyy) 
ARTIFACTS 


1 Heartstone 


2 Mnemonic Sliver 


GOLD 

4 Crystalline Sliver 
1 Sliver Queen 

2 Victual Sliver 


GREEN 
4 Muscle Sliver 


STANDARD 
SLIVERS 


90686600666660609808868 


to protect them, you won't be able 
to set up much of a strategy. The card 
that makes this deck viable is the 


ARTIFACTS GREEN Crystalline Sliver. Wrath of God can 
1 Coot of Arms 4 Birds of Paradise still take them out, so into the deck 
9 Heartstone 4 Muscle Sliver go protection spells like Mana Leak 
1 Null Brooch 9 Natural Order and Null Brooch. In order for the Sliver 


strategy to be effective, it is critical 


2 Survival of the Fittest tie: 
that you get a Crystalline into play as 


GOLD 


4 Crystalline Sliver WWHITE soon as possible, ideally followed by 

9 Sliver Queen 2 Disenchant a Muscle Sliver or two. Survival of the 

9 Victual Sliver 9 Shackles Fittest fits the bill perfectly, letting you 

dump unneeded Slivers—most 

BLUE LAND notably, duplicates of ones you already 
4 Mana Leak 3 Adarkar Wastes have in play—for the key ones. 

2Mnemonic Sliver 3 Brushland And then there’s the Queen. 

2 Winged Sliver 2 City of Brass Between all the pain lands, depletion 

5 Forest lands and other difficult-to-use mul- 

4 Gemstone Mine tilands, getting her into play can be a 

5 Island problem. The answer is Natural Order, 


an oft-forgotten Visions sorcery that 
lets you sacrifice a green creature to 
search your library for a green creature 
and put it into play. 

The ideal combo goes something 
like this: first-turn Birds of Paradise, sec- 
ond-turn Crystalline Sliver, third-turn 
Natural Order (sacrificing the 
Le) Birds) and presto! Untargetable 

7/7 creature. Hang onto a Mana 
Leak for the Wrath of God and 
it’s lights out for your opponent. 


CLASSIC MOVES 


Make no bones about it, the Clas- 

sic Type | environment is all about 
high-powered, high-cost cards. Sure, 
it’s possible to win without the big 
guns, but your typical Classic deck will 
include the “Power Nine”—Ancestral 


2 Quicksand 
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Recall, Time Walk, Timetwister, Black 


Lotus and the five Moxes. These cards 
are no-brainers; if you're not planning 
on playing blue, add some dual lands. 
Classic is also the only sanctioned 
tournament format which has cards 
that are restricted to one per deck. 
Obviously the Power Nine are among 
these, but there are several other potent 
cards that work in a wide variety of 
decks. Some of the best and most use- 
ful include Demonic Tutor, Regrowth, 
Sol Ring and Wheel of Fortune. 
Contrary to popular belief, it’s not 
enough to just throw a bunch of 
restricted cards into your deck. Like 
any good tournament deck, you need 
a theme. Fortunately, the options in 
Classic are truly limitless. One of this 
format’s greatest advantages is speed. 
In other tournament formats, many 
strategies don’t work because they 
take too long to set up—but not in 
Classic. Thanks to colorless speed 
inducers like Sol Ring and the Moxes, 
just about any deck concept can work. 


THE CLASSIC DECK 

So what kind of theme can you build 
around a dozen Slivers? Well, obvi- 
ously there’s the creature aspect. With 
dual lands at your disposal, you can 
include juicy critters like the Acid and 
Barbed Slivers. That’s a good start, 
but in this high-powered environment, 
you're going to need something more. 

For the secondary theme, how 
about taking lots of turns to make 
the most of those Slivers. The deck’s 
already got a Time Walk, and 
thanks to Reclaim—Exodus’ instant 
Regrowth—there are some big-time 
possibilities for recursion. Throw in a 
Timetwister and some library manip- 
ulation, and you've got the tools to 
set yourself up for infinite turns. 

Of course, this concept isn’t going 
to work if you don’t draw your Time 
Walk. Fortunately, there are plenty of 
cards that can help you. Demonic 
Tutor and Vampiric Tutor will help 
you dig the Walk out of your deck if 
you don’t draw it in your initial hand, 
as will Timetwister and Wheel of For- 
tune. And in a pinch, Time Warp 
makes a fine backup. 

So where do the Slivers fit into all 
this? Besides being your source of dam- 
age-dealing, there is a potent combo 
which makes the deck click: Sliver 
Queen, Mnemonic Sliver and Heart- 
stone. Put ‘em together, and cards are 
yours for a mere two mana each. This 
makes spells like Vampiric Tutor and 
Reclaim much more potent, allowing 


you to get that Time Walk or Timetwister into your hand quickly. 
The real key to the deck is Timetwister. While the Time Walk lets 
you take the extra turns, the Timetwister keeps it going by continu- 
ally giving you cards to recycle the Walk. With enough mana, you can 
reasonably set up an infinite-turn combo by turn six or seven—at 
which point you can kick your opponent's butt with Slivers. What fun! 


EXTENDED PLAY 

Extended falls somewhere between the “anything goes” Classic envi- 
ronment and the “only the new stuff” Standard tourney scene. With 
cards from The Dark on, Extended features a number of high-powered 
options—dual lands, Icy Manipulators, Hymn to Tourach, Jester’s 
Caps—without the pain of the really expensive or abusive cards. In fact, 
any card which is restricted in the Classic format is out-right banned 
in Extended. 

With so many more sets to choose from than Standard, obvi- 
ously, there are lots more deck types and strategies to consider. In 
general, expect quicker, more versatile play as players have access to 
multilands and more artifact mana. Don’t count creatures out either. 
Extended has a slew of great creatures from which to choose, so 
most decks are high in creature elimination or mass destruction of 
some form. Finally, prepare to fight it out against cards that you may 
have forgotten, but once gave you fits: Jester’s Cap, Erhnam Djinn, 
Autumn Willow, or even Fallen Empires’ thrulls. 


THE EXTENDED DECK 

The gist of the Extended Sliver deck is card advantage. In almost 
any game of Magic, if you consistently outdraw your opponent, 
you're going to be able to play more creatures, more spells and more 
artifacts—eventually running over the poor boob like a possum on 
the Autobahn. If your opponent doesn’t have that Wrath of God in 
his hands to get rid of your untargetable slivers, or you draw that timely 
Icy Manipulator to pave the way for your guys, he’s roadkill. 

To build the Extended deck, we followed this simple rule: What 
cards in Extended can we abuse? The cheap discarding ability of 
Hymn to Tourach came to mind, as did the card-drawing ability of 
Elkin Bottle. Throw in Mnemonic Slivers for card-drawing powers, then 
put the discarding together with an Ice Age Mind Warp, the Mind- 
whip Slivers and The Rack for damage from a low hand size, and 
you’ve got the makings of an old-fashioned hand-destruction deck. 
The rest is pure creature beatdown. 


The InQuest staff are like slivers; the more you have in one place at the 
same time, the more obnoxious they get. 


EXTENDED SLIVERS 
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ARTIFACTS BLUE LAND 


1 Elkin Bottle 

1 Heartstone 

1 Icy Manipulator 
1 The Rack 


BLACK 


2 Clot Sliver 

3 Mindwhip Sliver 
2 Dark Banishing 
4 Hymn to Tourach 
1 Mind Warp 

2 Necropotence 

1 Vampiric Tutor 


2 Mnemonic Sliver 


GOLD 

2 Acidic Sliver 

4 Crystalline Sliver 
1 Sliver Queen 

2 Victual Sliver 


4 Muscle Sliver 


WHITE 
1 Disenchant 
1 Wrath of God 


4 Badlands 

4 Bayou 

2 City of Brass 

4 Gemstone Mine 

1 Plateau 

1 Savannah 

1 Tropical Island 

2 Tundra 

4 Underground Sea 
1 Volcanic Island 


SLIVERS 
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ARTIFACTS BLUE 


1 Black Lotus 

1 Heartstone 

1 Mox Emerald 
1 Mox Jet 

1 Mox Pearl 

1 Mox Ruby 

1 Mox Sapphire 
1 Sol Ring 


GOLD 

2 Acidic Sliver 

4 Crystalline Sliver 
1 Sliver Queen 

2 Victual Sliver 


BLACK 
1 Clot Sliver 
1 Demonic Tutor 
2 Vampiric Tutor 


1 Ancestral Recall 
2 Mnemonic Sliver 
1 Recall 

1 Time Walk 

] Time Warp 

1 Timetwister 


GREEN 

4 Muscle Sliver 
3 Reclaim 

1 Regrowth 


RED 

1 Barbed Sliver 

] Wheel of 
Fortune 


WHITE 

2 Disenchant 

3 Swords to 
Plowshares 


LAND 

] Bayou 

4 City of Brass 

1 Plateau 

2 Savannah 

1 Scrubland 

1 Taiga 

2 Tropical Island 

3 Tundra 

1 Underground 
Sea 

1 Volcanic Island 
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InQuest picks ihe 


‘op 20 roleplaying 
games ol all time 
—_— 


By Sean Patrick Fannon 
© y J 
Schneiderman and the eae Staff 


WE'VE DONE IT WITH CARD GAMES. 

We've done it with books. 
: So, we figured, how tough could it be to assemble a list of the best RPGs of the past 
*, 20 years? You know, the ones that everyone ought to try when they get the chance. And, 
we figured, since RPGs are longer than most books and more plentiful than CCGs, we'd do 
amore manageable list. Say, the top 20. We gathered our intrepid staffers, herded them 


7 PHOTOS BY PAUL SCHIRALDL SN. y sent them to work. Ss 
SPECIAL THANKS TO COWES THEATERS IN WEST cen A few weeks later, the last of them emerged, twitching and muttering “Immortal... > ~. 
NY, X 1 Fi See 
. ee OUT YOU RULE © WtchCraf.. Synnibar.." to himself over and over again. We'll miss him. But we got our list. 
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into the warehouse with a crate ful of dice, 10 reams of paper and a gross of pencils and me —- 


20. RIFTS 

\ r: Palladium Books 
elease Year: 1983 
Core Book: Rift 


ji ts In 0 far-flung future, Earth is ravaged by interdimensional rifts, through which 

anythin and everything comes through. 

Why It's Cool: One of the industry's few outstanding sci-fi RPGs, Riftsis an “everything 
and the kitchen sink” game. Robots, magic, psionics, cybernetics. You name it, the 
Rifts setting has it. 

Why It’s #20: No mojor points for originality 
in the game mechanic sections—they’re a 
loose variation on Dungeons & Dragons— 
but scads of fans continue to make Riffs one 
of the all-time best sellers. 


19. WARHAMMER FANTASY ROLE-PLAY 


Publisher: Hogshead Publishing 

Release Year: 1986 

: Warhammer Fantasy Role-play 

mate Retail: $28 

e Gist: It’s high fantasy with a dark edge, set in the incredibly detailed and dynamic 
Warhammer Fantasy universe. 

Why It's Cool: The sheer “bash heads” fun of the Warhammer miniatures game shines 
through. There are over 100 character archetypes to choose from in the core book alone, 
letting you jump right into the action. 

More story-oriented 

roleplaying fans may struggle with 

miniatures-oriented game rules, but it 
tracks nicely with the extremely popular 

Warhammer universe. Plus, the truly 

European flavour of England's favourite 

game gives the setting a unique feel. 


Why It's #19: 


ok: Heavy Gear Rulebook 
Retail: $30 
Anime-style giant robots 


Approximate 
The Gist: F 
blow things up amidst personal angst and 


political intrigue. 

Why It's Cool: A well-developed setting, 
excellent artwork and a faithful presentation 
of a very popular genre stand out. There’sa 
great focus on roleplaying, but there’s also 
plenty of opportunity for bashing things in 
tactical miniatures-like combat. 
Why It’s #18: There are several sci-fi 
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All the games on our list are 
commonly available at game stores. 
After all, what good is a great game 
if you aren’t able to get it and play 
it, right? Each was judged in the following categories: 
COMPLETENESS/SUPPORT: A measure of how much material is available 
for a game, along with how much of that material is necessary to run that 
game well. 
SETTING/GENRE: |s the game world interesting and developed enough to 
run campaigns in? Alternately, this also measures how well a game models 
a particular type of story, rather than a specific place. Champions, for 
example, doesn’t have much of a setting, but does a lot to help create a 
superheroic type of adventure. 
CHARACTER GENERATION: You can’t play any of these games without 
making a character, so this is usually the first side of a game that a player 
experiences. 
COMBAT/SKILL RESOLUTION: Roleplaying is about conflict. A good 
system allows a player to get the dice-rolling out of the way as quickly as 
possible; going from decision to result should be smooth. If it’s a great game, 
it'll be fun as well. 
PRESENTATION: The days when you could sell a spiral-bound game run 
off on the school ditto machine are long gone. This category takes into 
account all the aesthetic aspects of a game, like writing and art. 
COOLNESS & INNOVATION: What separates a game you play from one 
you read and leave on the shelf. It’s a combination of new ideas, interesting 
execution and the all-important “fun factor.” 


We graded each category just like your school report card. However, the first 
four categories, being the most important, were weighted twice when 
determining the final tally. 


anime-style RPGs on the market; despite some overly complex core mechanics, Heavy 
Gear is the best. 


/. MIND’S EYE THEATRE 
her: White Wolf Game Studio 

ar: 1993 

ok: The Long Night 

e Retail: $11 

The Gist: You're a vampire. No, really. In Mind’s Eye Theatre, the live-action version 
_ pee The Masquerade, you get to walk, talk and act like a vampire. 

Why It’s Cool: MET offers the chance to dress up, chew the scenery and focus on 
acting iifer than numbers. There are no dice, giving you a chance to get deeply 
into character. 


Why It’s #17: The game as a whole is still 
largely undeveloped, and “sanctioned” games 
have more errata than Magic. But you can 
learn the rules in five minutes and live-action 
gaming is a great way to bring large groups 
of new gamers into the hobby. 


5. FENG SHUI ‘ / : Sa 


Approximate Retail: $22 
sist: All the weirdness in the world converges on Al Amarja, a Mediterranean island 
that’s not on any map. 
Chris Carter should own this game. It captures “modern surreal” better 
than any other system. 

\ 3: You'll know more about Al Amarja than your hometown when you're 
done reading the book, and no matter how 
bizarre your concept, the freeform character 
generation system can handle it with style. | 
Mechanics are on the simple side, though— ‘= 
easy to learn, but the lack of complexity ;~ 
sometimes limits the excitement. 


|: No game better captures the excitement of being in an action movie, 
whether it it'sa ‘a lcke Chan martial arts jam or 
the latest Schwarzennegger shoot-out. 

Why It’s #16: Feng Shui gets high marks for 
rapid pace, genre accuracy and creative combat, 
but the different settings aren't explored very 
deeply and character generation is limited. 


Publisher: Daedalus aracter Gen | 
Year: 1996 | 

k: Feng Shui v OVER THE EDGE | 

imate Retail: $30 Publisher: Atlas Games | 

t: Time-traveling, dimension-hopping warriors defend the world from mad | Release Year: 1992 | 
scientists, ahs sorcerers and shadowy conspiracies, kicking tons of ass in the process. } Core Book: Over the Edge 


r: West End Games 
ar: 1984 

C ok: Paranoia | Co % 
App $20 5 
The Gist: You're a secret agent in a high-tech “utopia” run by an insane computer. | 14. CYBERPUNK 2.0.2.0. 

Tink Gone Orwell meets the Three Stooges. Publisher: R. Talsorian Games 
Why It |; Paranoia’s Alpha Complex setting perfectly mixes satire and slapstick. | Rele ar: 1990 

hye session is loaded with backstabbing, betrayal, butt-kissing and endless high- ks: Cyberpunk 2.0.2.0. and Listen Up You Primitive Screwheads 


imat : $35 
tlt s the Sas as snide by William Gibson, loaded with cybernetic implants, 

gine Lot hacking, megacorporations and high-tech slums. 
|; Cyberpunk is a pure “cyberpunk” game. No magic, no psionicc—just 
bak a adtloay and a lot of attitude. Both the system and the setting help you 
leap head-first into the genre; for example, there’s a Lifepath background generator 
which lets you develop a detailed character 

history in minutes. 

While Cyberpunk doesn’t 
neccessarily excel in any one area, it's still one 
of the most solid all-around games and an 
outstanding tribute to its genre. 


technology mishaps. And, since each player 
has six lives to spend, you can die in lots of 
Interesting ways and keep on playing. 

Vhy It’s #15: Despite mechanics that are 


nothing special, Paranoia succeeds at being 
the best of all humor-oriented RPGs. 


4 1. ARS MAGICA, FOURTH EDITION Setting/Genre 
Atlas Games Character Generation: B+. 
ar: 1996 bat/Skill Resolutic 
ks: Ars Magica and Houses of Hermes SE + | 
@ Total Retail: $35 ‘oolness/innovation: B+ 
The Gist: A historically accurate fantasy version of medieval Europe, centered on a 

__ great society of wizards. 11. DEADLANDS 
Vhy It’s Cool: The game takes place on a sher: Pinnacle Entertainment Group 
teyerdory stf-— auch session is a season of ease Year: 1996 e 
game time—allowing for truly great stories. ‘ore Books: Deadlands and The Quick and § 
Players build their characters together, as a the Dead 


Publis 


Relea 


covenant, along with the castle and resources pproximate Total Retail; $45 

they share. e Gist: Undead gunslingers. Riverboat 
#14: Innovative gameplay and a rich setting gamblers who cast spells. Mad scientists 

are the highlights, as is a magic system that is second toting rocket packs in 1876 while the Civil 

fo none. Unfortunately, non-magical tasks like combat War still rages. The wild frontier was never 

get the short end of the wand. like this. 


|: There’s no RPG quite like 
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Deadlands. While other games have taken a stab at the Old West, none have come up 
with such an innovative approach. The unique mechanics, which mix dice and poker, 
are a blast to play. 

11: Deadlands has a great setting, which begs to be explored. The rules are 
more than a little complex, though, and you'll need to buy lots of source material. 


10. GURPS 
blisher: Steve Jackson Games 
1986 
vok: GURPS Basic Set 
imate Retail: $25 
Gist: The Generic ic Universal RolePlaying System—all you need are the core rules 
anda ee or two and you can run any kind of game you want. 
I: Medieval fantasy, cyber-tech sci-fi, modern conspiracy, 19th century 
Russia, Whatever game you want, the GURPS system supports it. Best of all, characters 
from one genre can easily be ported over to another, giving both GMs and players a 
ton of flexibility. 

Why It’s #10: Clear and concise writing combined with a great layout make the 
mechanics easy to grasp. Though there is no core setting, there are a huge 
number of support books—many of which are the best in roleplaying has to 
offer—featuring dozens of settings. 
Unfortunately, not all genres work 
perfectly within the basic framework. 
Sometimes, if you want to run a game 
in a specific genre, you're better off 
going with a game where that genre 
is the focus. 


STEVE JACKSON 


g 9 PENDRAGON 


er: Chaosium Inc. 
1985 
Peo 


ea 


il: $27 
Gist: Take i role of a knight of the Round Table or a Celtic wizard in a 

"thorough and detailed RPG covering the Arthurian legends. 

Why It’s Cool: With rules for epic quests, social interactions and the creation 
of an entire family of heroes, your roleplaying experience goes well beyond the 
bounds of simple monster-bashing and treasure-taking. This game captures all 
the essence and glory of the legends of King Arthur, from the historical lands 
of early Britain to magical quests to noble jousts. 

Why It’s #9: The game mechanics are 
only fair, but the emphasis on the lives 
and duties of knights and other notables i 

} 


a 
ENDRAGON 


EPIC ROLEPLAYING IN LEGENDARY BRITAIN 


in Arthurian legend, as opposed to just 
combat, makes this a real thinking 
person’s game and a storyteller’s delight. 
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. SHADOWRUN 
y : FASA Corporation 
1989 
Shadowrun 
$25 
“Bladerunner” meets Tolkien. Megacorps managed by dragons run the 
world and hunt for technological secrets on the mean streets, where you're just 
as likely to meet an elf hardwired into the Net as you are a Native American 
shaman or cyborg mercenary. 
al: Whether you're looking for a fantasy- or tech-based genre, you've got 
it here. Every situation you encounter is bound to be surprising due to the strange 
melding of genres; everything old in fantasy and sci-fi is new again in Shadowrun's dark- 
future setting. 

8: A great deal of attention is paid 
to the atmosphere and attitude of the game, 
and excellent art and writing reflect this. 
Unfortunately the mechanics can be clunky 
at times, enough to keep Shadowrun from 
rising higher than #8. 


ADVANCED DUNGEONS & DRAGONS 
er: TSR 
1978 
Player's Handbook, Dungeon Master's Guide and Monstrous Manual 
$90 
The mother of all roleplaying games, AD&D lets players adventure everywhere 
“ae from dungeons to medieval cities to other-worldly planes. 

y ol: AD&Dis the most popular, most well-supported RPG there is. If it wasn’t 
for Dungeons & Dragons, there would be no roleplaying industry. With over 600 
— adventures and supplements, your options are limitless. 

7: You mean AD&D didn't get #1? In 1978 it had the top spot, but with 


only one major revision in 20 years—1989's 2nd Edition—the granddaddy of 


gaming has dropped in the ranks. The class-based character system and the unrealistic 
combat rules are vastly out-of-date, having 
shown little improvement in the last decade. 
Still, the rules many gamers grew up are 
nostalgic fun and the game's support is | 
unmatched, shoring up AD&D’s spot at a 

reasonable #7. 


Player's Handbo 


LEGEND OF THE FIVE RINGS 
isher: Alderac Entertainment Group 
ar: 1997 
Legend of the Five Rings 
pro ate Retail: $30 
ist: Set in the fantastic feudal Japan of the L5R CCG, the RPG immerses you in the 
political and military battles of seven great clans. 
Legend of the Five Rings mixes Asian history, myth and legend, dealing 
as well with realistic elements like samurai and the bushido code as it does with ninja, 


Have fun and carry a big stick. 


Its just a game. 


L E A G U E 


Sometimes you want to whack your friends upside the head without a lot of fuss. The Arena™ league can help. 
It provides a casual place to play for Magic: The Gathering® players who don’t dig the ultra-competitive vibe. 
You play with prereleased cards and preconstructed decks. This season, you'll even take a crack at the Urza’s 
Saga™ expansion before it hits the streets. To join, go to any Arena league retailer and sign up. 

It’s simple. It’s fun. It’s just a game. 


Check out www.wizards.com/Arena or call (206) 624-0933 for participating retailers near you. 


Wizarps OF THE Coast, Magic: The Gathering, Urza's Saga, and ARENA are trademarks of Wizards of the Coast, Inc. Illustration by Mark Zug. ©1998 Wizards of the Coast, Inc Wizards 
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spellcasting shugenja and the mysterious zone of evil—the Shadowlands. On top of 
all that, it’s connected to the hit card game of the same name, which means there's a 
Wee “al of history waiting to be translated. 


Why | : In addition to a wonderful setting, L5R has one of the best dice-rolling 


aahiite onal including brilliant rules 
for how individual characters fare in mass 
conflicts. Because it’s relatively new, there’s 
not much material available yet; but with 
steady support, L5R could eventually crack 
the top five. 


5 OM OF CTHULHU 
pn Inc. 
ear: 1983 
call of Cthulhu 
il: $22 
ist: You're an investigator on a one-way trip to Hell, fighting abominations based 
on the creations of classic horror author H.P. Lovecraft. 
You don’t have supernatural strength and speed. You don’t have a +3 
Sword. You don’t have cybernetic enhancements. You're a regular person who must 
face ancient monstrosities of unearthly power. Can any man confront the ancient ones 
and come away with his mind intact? Call of Cthulhu is unlike your typical RPG; your 
hero has limits, and the terrors he must confront with those limits make this the 
definitive horror game. You will be afraid. 
: Call of Cthulhu’s greatest strength is also its greatest weakness. Don't plan 


ona 1.0 long, lived character; death and insanity et 
are all your character can look forward to at y i. A LL Of \ 
CTHOLAU 


the end of a usually short career. That's a 

tough framework to build a game around, teres Relegation 
but CoChandles it well, capturing the spirit of 
Lovecraftian horror. 


0 STAR WARS 
r: West End Games 

Year: 1987 

: The Star Wars Roleplaying Game 

) Retail: $30 
Gist: A long time ago in a galaxy far, far away...YOU are the hero fighting the Empire 
for the cause of the Rebellion. 

Why It’s Cool; It’s Star Wars. That's one big reason why it’s cool. You can be a 
smuggler, a Jedi, a droid...heck, you can even be an Ewok. And unless you've been 
living in a cave, you won't need to read 20 pages of material to get a good feel 
for the setting. Of course, the source material goes well beyond what's covered 
in the movies. There's even a couple of campaign settings that have little to do 
with the whole Imperial/Rebel conflict, letting you explore whole new aspects of 
the Star Wars universe. And how cool is it that many of the worlds and aliens 
created for the Star Wars game have become canon in the overall Star Wars 
universe? That funky new alien you're roleplaying in your campaign might pop 
in one of the prequels or novels. 

Why It’s #4: The mechanics are simple and elegant and they emphasize heroic fun 
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over stringent realism, successfully capturing 
all the cinematic feel of the movies. Star Wars 4 
also gets high marks for being one of best 
beginner games on the market, perfect for 4 
first-time gamers. 


‘wal ‘at Jere ead Somer 
ROLEPLAYING GAME 


3. CASTLE FALKENSTEIN 


: R. Talsorian Games 

3 1994 

s: Castle Falkenstein and Comme il Faut 
$42 

Swashbuckling adventures in a fantasy version of Victorian Europe. 
: Two years before Deadlands brought magic and monsters to the Wild 
West, Castle Falkenstein established a 19th-century Europe where dragons soared in 
the skies over Paris, Sherlock Holmes rubbed elbows with Lewis Carroll in London and 
dashing faerie swordsmen dueled wicked sorcerers. This mix of legend and history 
makes for a fascinating world in which to adventure—but that’s only part of what makes 
Falkenstein great. There's no other game where presentation, mechanics and setting 

fit together as well. 

Every element, from the opening narrative that weaves through 
the first half of the work, to the use of a “journal” rather than a character 
sheet, to the playing-card based mechanics, 
serves to establish the tone of old-fashioned 
honor, virtue and drama to which the game 
aspires. While the rules could be clearer 
and running a cinematic historical fantasy 
game is hardly everyone's cup of tea, it’s 
impossible not to applaud a game with such 
definite class. 


WORLD OF DARKNESS 
White Wolf Game Studio 
1991 (Vampire: The Masquerade), 1992 (Werewolf: The 
Apocalypse), 1993 (Mage: The 
Ascension), 1994 (Wraith: The 
Oblivion), 1995 (Changeling: The 
Dreaming) 


Second edition 
hardcover rulebook, Players Guide, 
Storytellers Screen 


The Masquerade” 


prox $60 
per game 

t: Vampires, werewolves, wraiths... 
They all exist in modern day, and 
they're much more a part of 
human society than most 
people realize. 
Instead of 
playing the typical 
adventurer or hero, you get 


Problem 


Compulsive Deck Builder -------»> 


Keeping Score ------------> 
meorganized ---------> 


Massive Collection -<-------> 


Ultra-Pro... Solutions! 
See UltraePRO’s full line of Gaming Accessories at the Milwaukee GenCon” in August! 


od dormark, (1998 WOTC 


. AAGIC 
\> <2 The Gathering” 
nufactured by 


GenCon is a recy 
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The Gist: Superhero and multi-genre gaming with the most flexible rules ever created. 


to play the monster. But each World of Darkness supernatural is much richer 
than a snarling beast with fangs. Each has its own culture, sub-races, agendas 
and, of course, supernatural powers. The overall setting is so rife with 
conspiracies and twisted with secrets that eight standalone games draw upon 
it, each with its own “absolutely correct” perspective on how the world works. 
Each is great as a separate entity; they're even better if you mix and match. 

The World of Darkness gives intense attention to setting and 
presentation, but it sometimes comes at the expense of completeness and 
mechanics. The dice pool system breaks down at high levels, and the sheer size 
of the universe makes jumping in difficult. But it’s still a good system and 
individually all of the games are great fun to play, almost enough to make 
WoD number one. Almost... 


Companies come and go, and with them go many games. While our top 20 
focuses on games that are still being supported, there are quite a few gems that 
aren't really being supported anymore. Here are a few of the best and most 
influential RPGs of yesteryear. 


AMBER DICELESS ROLE-PLAYING. An epic fantasy game set in Roger 
Zelazney’s world, where god-like characters can go anywhere and do anything. 
This game brought forth the novel idea that you could actually play an RPG 
without dice, cards or any other random system. 


GAMMA WORLD. Malfunctioning lasers, radiation-addled robots and mutations 
of all sizes and flavors pepper a post-apocalyptic landscape. This sci-fi game 
was one of TSR's first major forays outside of Dungeons & Dragons, and it was 
great fun to play. 


CHAMPIONS 


Gold Rush Games 
198] JAMES BOND, 007. With amazing gadgets, beautiful colleagues and 
Champions a license to kill, you get to wear the tux for queen and country. A 
$35 surprisingly cool and clever game, one of the only real RPGs ever published 


by Avalon Hill. 


Literally anything you want can be created with just the core rule book. 

Amazing detail in every facet of character creation allows the 
players to create whatever character they want—and the gamemaster can easily 
decide what kind of game he wants to run and how powerful the characters should 
be. When it comes to superheroic powers, you can do anything with the system. 
You just don’t punch your foe, you energy blast him and watch as he flies back 
20 feet into the wall. Your speedster doesn’t merely run fast, he can hit his 
opponent a dozen times in a single action phase. And no gaming experience will 


RUNEQUEST. Heroic fantasy set in Greg Stafford’s unique and beautiful World 
of Glorantha (complete with duck-people and really touchy gods). Once one of 
the greatest contenders for the AD&D throne, it’s an all-time favorite that we 
hope will rise again. 


TEENAGE MUTANT NINJA TURTLES. “Funny Animals” as butt-kicking, 
gun-toting superheroes. Cool and weird, long before the silly cartoons ruined 
them. The character-creation process, which takes you step-by-step 
through your animal type and mutations, is one of the coolest ever. 
A new edition is on the horizon. 


Super Role-playing Game 
and HERO System® Rules 


THE FANTASY TRIP. Originally a set of alternate combat 
and magic rules for AD&D, this Steve Jackson gem featured 
extremely cool rules for physical and spell combat. If Champions 
is the father of gaming innovation, The Fantasy Trip is the 
grandfather. @ Sean Patrick Fannon 


give you the pure adrenaline rush that rolling 20 six-sided dice for 
damage will. 

Nhy #1: Put simply, there has never been a more complete, 
more flexible or more influential game ever designed. With Champions, 
anything is possible, and most of what you can envision is already laid 
out for your use in the rules and power sections. More importantly, 
it’s all balanced, saving the GM from the huge headache of keeping 
all players on the same level. As for influence—many of the games 
on this list have taken fundamental concepts from Champions. Need 
we say more? Add in versatility, good game support, a thorough GM's 
guide in the back of the core rules and cover art by some of the 
biggest names in the comic industry and you've got the best game in 


the business. wW 


Sean Patrick Fannon and Jason Schneiderman, along 
with the InQuest staff, are hard at work creating next 
year’s #1 hit, Cow Nose: The Shedding. 
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SYSTEM 


Wrizarc 


OF THE CC 


Xena’s worst enemy 


just crashed the party. 


Get ready for a wild ride when Callisto makes her 
appearance in the Battle Cry” expansion for the Xena: 


Trading Card Game 


As part of the ARC System”, Xena: Warrior Princess is a fast and easy game 


and completely compatible with other ARC System games. 


Warrior Princess” trading 
card game. Throw in Joxer, 
the Amazons, and the 
Centaurs, and things will 
really get out of hand. 


Battle Cry. Sounds good. 


New players 
can jump into 
the fray with 
decks built 
around Battle 


Beef up your 
existing 
decks with 
Battle Cry 
boosters. 


Look for the C-23” and Hercules: The Legendary Journeys” trading card games. 


Customer Service (206) 624-0933 www.wizards.com/Xena 


WizaRDS OF THE Coast, ARC System, and Battle Cry are trademarks of Wizards of the Coast, Inc. ©1998 Wizards of the Coast, Inc 
Hercules: The Legendary Journeys and Xena: Warrior Princess are trademarks and copyrights of Studios USA Television Distribution LLC 


Licensed by Universal Studios Licensing, Inc. All rights reserved. 


A wacky Sci-fi board game from 
the twisted minds at 
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Five inhabitants of a doomed space station are competing to 
activate and board the last remaining escape pod. Each inhab- 
itant must fight and maximize his special abilities to be the 
lone survivor. Surviving is good: It’s almost certain to result 
in a lucrative book contract, intergalactic TV special and, yes, 
even groupies. Floyd the Droid loves robot groupies. They 
turn him on, 


CHUCKIE THE ZOMBIE 
Mutated Human (Guines Pigus) 
Test Subject 
Chuckie can drop exploding polyps 


to hamper his foes. 

He’s been pumped so full of chemicals and 
genetic treatments that his DNA looks like a road map. His mus- 
culature and regenerative systems have been enhanced, but 
his nervous system's shot. He's kinda slow in more ways than 
one, but he loves a rare steak. Lucky for him there’s a lot of 
fresh meat on the station. 


FLOYD THE DROID 
Metallic Silicon Hybrid 
Repair Robot 
Floyd can change his form to bal- 
ance his need for speed, combat or hauling stuff. 
Floyd thought there was something suspicious 
when he was ordered to dust the zoo specimens during a 
“fire drill.” Now that he knows he’s been left behind, he’s 
grabbed his toolkit and superglue and is using his bolts to 
outwit the other nuts on the ship. 


MUSH THE ABOMINATION 


Extraterrestrial 
Lifeform 


emo: The final frontier, These are the escapades of the inhab- 
itants of Space Station Zemo. Their mission: To boldly blow up 
where no one has blown up before—or to get the hell off the sta: 
tion before it explodes... 


Mush can randomly teleport 
around the station instead of moving. 

All Mush wanted was a peaceful vacation ride 
through the cosmos. He never would have booked this trip 
if he had known his metabolic hibernation would be inter- 
rupted by some kind of Earthling emergency. Pesky humans. 


PETE THE COOK 
Human 
Nutritional Engineer, Second Class 
Pete is a commando with a specialty 
in gourmet cooking. He can perform two actions every turn, 
Aside from being a damned fine chef, Pete’s 
the last remaining human aboard the ship. He’s not worried 
though. Since the 1990s the government has made it stan- 
dard operating procedure (SOP) to cross-train every cook as 
an Airborne Ranger Green Beret Death Commando. 


THE RATS 
Muridae Rattus (rodent) 
Vermin 
Rats can split into two counters 
Stuck on this scrapheap in space, Ben and his 
fellow rat bastards have no intention of going down with the 
ship. The escape pod is designed for one, but the rats figure 
they can easily cram 30 beady-eyed, twitchy-nosed rodents 
into the backseat. 
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Since youre reading JnJuest, we figure you've played a fair share of 
games, are smarter than the average droid and should be able to 
catch on to this wacky board game faster than you can eat a bowl of 
“Spaceballs.” The next two pages tell you everything you need to 
hnow to play... 


By the inQuest staff 


© © O 


WINNING THE GAME 


The first player to activate and board the 
escape pod wins. If alk characters but one 
croak, the surviving character wins. 


SET UP 


1. Shuffle the item cards and slide one 
under each of the 32 numbered spaces 
around the edge of the map (see photo 
for example). Place the four remaining 
cards to the side. They are considered to 
be in the Recycling Bin. 

2. Choose a character and take its playing 
pieces and mat. 

3. Place your character's health token on 
the named space on the Health Track. 
4. Choose your escape code (see “Acti- 

vating The Escape Pod” below). 

5. Roll two dice and multiply the numbers. 
The resulting number is the room your 
character starts in. If you roll two sixes 
(multiplied to equal 36) you must re-roll. 

6. Beginning with the player with the high- 
est health total (usually Chuckie) start 
play. Whee... 
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ACTIVATING THE ESCAPE POD 

Before the game begins, each player 
secretly writes down one of these three- 
letter codes: 


AAA 
BBB 


AAB 
BBA 


ABA 
BAB 


ABB 
BAA 


You may enter the escape pod whenever 
the Code Rooms on the map (there are three 
of them numbered 1-3) are set to the com- 
bination you picked. For example, if you 
picked code AAB, then Code Room 1 would 
have to be set to “A,” Code Room 2 also to 
“A,” and Code Room 3 to “B.” 

To set a code your character must be 
in the Code Room at the end of the Move- 
ment phase, use an action and roll to see 
if the attempt succeeds. At start the Code 
Rooms are not set to either A or B. 


BOARDING THE ESCAPE POD 

Only when you have your codes set cor- 
rectly are you allowed to enter the Escape 
Pod space in the center of the map (you 
can enter it from any of the four sur- 


Amidst buckets of anti-matter and 
implosian belts, you must escape an explod- 
ing space station before anyone else. 


rounding spaces). BUT—and it’s a big 
BUT—you need to possess a “Pod ATM 
Card” to win. Setting the codes correctly 
allows you to enter the Escape Pod. Once 
there, if you possess the card, you win. 
Woo hoo! 


WHO GOES FIRST 

Each turn the player with the highest 
health goes first. Second highest health 
goes second, on so on. Note that the order 
of play will change as characters lose health 
and heal. Every player moves before any 
player performs an action. Players also per- 
form actions in health order. 


EVERY TURN HAS JUST 
TWO SIMPLE PHASES 
1. Movement 

2. Actions 


MOVEMENT 

Going in order from the player with the 
highest health to the player with the low- 
est, each player may move. Roll 2D6 (two 
six-sided dice) and add or subtract your 
character’s movement modifier. The result 
is the maximum number of squares you 
may move; you can opt to move less. 


* You do not have to move. 

* You may not enter or move through a hall- 
way space occupied by another character. 

¢ Any number of characters may occupy 
the same room space. 

* You may enter or even move through a 
room occupied by another player. 


ACTIONS 

After all players have moved, each per- 
forms one action (Pete may perform two), 
again in order from highest health to low- 
est. Here are your options: 


PICK 


Pick up the card(s) in your current location. 


FIGHT 


If you’re next to another player you 
can fight. 


SHOOT 


If you have a shooting weapon, you can 
shoot it. 


bUCK 

If you're being shot with a shooting 
weapon and you don’t have one to shoot 
back, you can duck. 


PUSH 


Named rooms have buttons; push ‘em and 
things happen. See the Locations Chart. 
(on page 55) 


HEAL 


If you’re in the Bio-Vat you can heal. 


SPECIAL 
Chuckie, The Rats and Floyd can use their 
special ability. 


If another player starts a Fight with you or 
Shoots at you and you haven't taken your 
action yet, you can take your action now 
to either fight back or Duck. 


PICKS. Examine the cards in this room. If 
any are Traps, reveal them to all players 
and follow the instructions on the card. 
Unless they say otherwise, Traps are 
removed from the game after they take 
effect. You can either pick up items or leave 
them where you found them. 


FIGHT. This is regular hand-to-hand box- 
ing-type fighting. You must be in a space 
next to another player or in the same room 
to Fight. You may fight from a hallway 
into a room and vice versa. 


Fights are resolved as follows: 

1. Each player who chooses the Fight 
action may reveal one melee weapon 
(initiating player shows his first). 

2. Then each player rolls 2D6 and adds 
his combat modifier (plus weapon mod- 
ifier if applicable). 

3. Compare results. Whoever’s modified roll 
is highest wins. The loser loses health equal 
to the difference between his roll and the 
winning roll. The winner can now choose 
to end the fight or go again. If he chooses 
to go again, repeats steps 2 and 3. 


If during combat a character's health 
goes below one, he immediately croaks 


player gets to take one item of his choice 
from the croaking player. 

If one player chooses to Fight and his 
opponent chooses not to (because he 
wants to do a different action), the fight- 
ing player does full damage but the fight 
ends after one round. 


SHOOT. You can’t shoot unless you pos- 
sess an item that says it’s a shooting 
weapon. If you have one, its card will state 
up to how many spaces away it can shoot. 


You can never shoot at a character in an 


adjacent space, ‘cause that’s Fighting 
range. Unless an item says otherwise, you 
must shoot in a straight line (traced as you 
would move). This means no shooting 
around corners. You may shoot into rooms, 
providing you don’t shoot through a wall. 
You can shoot through doors; they’re con- 
sidered open. You can shoot through the 
Escape Pod. 

To resolve Shooting combat, roll the 
number of dice specified on your weapon. 
If your opponent has a shooting weapon 
and chooses to fire it, he rolls the appropri- 
ate number of dice as well. Whoever rolls 
lower loses health equal to the difference. 

Unlike Fighting, Shooting is a one shot 
deal. There’s only one round and the win- 


ner cannot choose to shoot again this turn. 


BUCK. If someone is firing at you with a 
shooting weapon and you don’t have one 
to shoot back with, you may Duck and 
reduce the damage you take by 1D6. 


PUSH. All the named rooms have but- 
tons in them. You may push some of them 
by rolling 1D6. Look on the Room Chart 
to see what happens. You will need to do 
this in the Code Rooms to set the escape 
codes successfully. 


HEAVY METAL 

Each player may only carry a limited num- 
ber of items. Each item has a weight point 
on it (the number in the Anvil). At the end 
of your Action phase you must put down 
items if the total weight of your items is 
greater than your capacity (usually five). If 
you are not in a room, put excess items 
in the nearest room. If you move while 
carrying more than your capacity, you’re 
cheating. Everybody hates a cheater. 


Shooting weapon. When you fire Gadzookal you move 
backwards (away from your opponent) a number of spaces 
equal to your damage roll. f you hit a wall, you take 1D6 
damage. 


HEALTH IS GOOD 

The Health Track monitors your health 
total and determines the order in which 
each player takes his turn. Starting health 
levels are written on the track. 

Whenever your character takes damage 
due to traps, combat, etc., move your 
health token down the appropriate num- 
ber of spaces. If you reach zero health your 
character croaks (in the “kicks the bucket” 
sense, not the toad sense) and goes to the 
Bio-Vat to heal. 

Only one player’s health counter can 
occupy any single space on the track. When- 
ever your health gain or loss would result 
in your health counter landing on an occu- 
pied space, skip that space and keep going 
until your token reaches an empty space. 


BIO-VAT 

Dead characters go here for regrowth. 
You can only enter the Bio-Vat if your 
health level reaches zero. Once in the 
Bio-Vat you may roll two dice during 
each Action phase and gain that many 
health levels. In the Bio-Vat you can never 
gain more health than your starting level. 
You may leave the Bio-Vat during any 
Movement phase after your health level 
is greater than zero. Once you enter the 
Bio-Vat, use the back side of your health 
track marker to indicate that you’ve been 
“regrown.” You can use the Bio-Vat mul- 
tiple times, but once all characters have 
been regrown (performed the Heal action 
at least once) the Bio-Vat shuts down 
and characters may no longer use it. If 
they croak, they stay croaked (they're 
out of the game). Characters in the Bio- 
Vat when this triggers are unaffected and 
may heal normally. 
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To get your copy of Space Station Zemo 

ready to play we suggest you: 

1. Cut out the cards, on the following 
pages and paste them onto some 
CCG commons or even regular play- 
ing cards. Be sure to use cards with 
the same backs. 

2. Cut out the character mats for 
easy reference. 

3. Assemble two tokens for each char- 
acter. One will be used to represent 
your character on the map; the other 
will be used to keep track of your 
characters health on the Health Track. 


4. Steal a pair of dice for each player out 
of some crappy old games you don’t 
play anymore. 


MOVEMENT 

You're Pete the Cook and you’re in 
the kitchen (‘natch) at the begin- 
ning of the turn. You have a health 
of 18, which is higher than every- 
one else’s, so you get to move first. 
You roll two dice (a 3 and a 4) and 
add your movement modifier (+0) 
and therefore may move up to seven 
spaces (3+4=7). You can move 0, 1, 
2, 3... up to 7, but you can’t go 
through a non-room space occupied 
by another character. 
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FIGHTING 

Mush is down to just 6 health and is 
moving last. It decides to use its special 
ability to teleport to a room instead of 
moving. Mush rolls a 6 and a 2 and ends 
up in room 12 (6 x 2=12), the same 
room Chuckie happens to be in. Since 
Chuckie’s already moved, he can’t leave. 
Chuckie and Mush both declare “Fight” 
for their actions. Mush reveals that he 
has the melee weapon Lite Saber, giving 
him a +2 bonus. In the ensuing combat 
Chuckie rolls two dice and gets a com- 
bined 7, to which he adds his combat 
modifier of +2 for a total attack of 9. 
Mush only manages to roll a 3, to which 
he adds his combat modifier of +2 for 
a total of 5. Chuckie wins the fight and 
Mush must lower his health level by 4 
(9-5=4). Mush is now at just 2 health. 
Since Chuckie won the fight he chooses 
to fight again. This time Chuckie rolls 
snake-eyes for a total strength of 4 
(1+1=2 plus his combat modifier of 2 
equals 4). Mush rolls another 5, for a 
total of 7 (since he has a +2 combat 
modifier). Chuckie is hit for 3 points (7- 
4=3). Since Mush won this round of 
combat he chooses not to continue and 
the Fight ends for this turn. 


PUSHING 

Floyd is in Code Room 3, which is cur- 
rently set to “A.” Since his code is “B,” 
he takes an action to change it. He rolls 
a 3 on a 1D6 and consults the Room 
Chart. A 3 is a failure and the code 
remains on “A.” 


SHOOTING 

Pete has managed to find the Slingshot 
item, while The Rats possess the 
Machete Launcher. Both are in a hall- 
way, four spaces apart. Pete’s health is 


14 so he chooses his action first and 
declares “Shoot.” The Rats, at 9 health, 
declare actions after Pete, and since they 
have a powerful item also choose 
“Shoot.” Pete decides to use the Pluto- 
nium Rod in his Slingshot and therefore 
does 3D6 damage. The Rats are carry- 
ing the most powerful ranged weapon 
in the game and will do 4D6 damage. 
Once the two sides roll their damage 
the lower amount is subtracted from the 
higher amount and the loser takes the 
difference in damage. Say the Rats rolled 
the worst possible roll, four 1s (total 4) 
and Pete rolled three 2s for a total of 6, 
the rats would take the difference, 2, in 
damage (6-4=2). No matter who took 
damage, the winner cannot choose to 
continue Shooting combat. 


SAMPLE TURN 

It’s Pete’s turn to move. He rolls an 11 
(since his movement modifier is 0, he 
can move 11). Pete’s been bragging 
that he fears nothing, and to prove his 
point he moves 11 spaces right onto 
Chuckie’s polyp. The polyp explodes 
for 1D6 damage (Chuckie rolls a 1 
and Pete moves his Health marker 
down one space on the Health Track). 
During the Action Phase, Chuckie, 
who has a higher Health total has to 
pick his action first and since he 
doesn’t have a ranged weapon and 
fears Pete is up to something, chooses 
to “Duck.” Pete, it turns out, has the 
Gadzooka and chooses to Shoot. The 
Gadzooka does 2D6 damage and Pete 
rolls a 9. Chuckie Ducks for 1D6 
rolling a 4. Chuckie moves his Health 
token down five spaces on the Health 
Track (9-4=5). Shooting combat is 
only one round and so Pete and 
Chuckie are done for this turn. 


DAVION HIGH COMMAND 


® — Command « Resource « Inner Sphere ) 

When you activate this card, put three innovation < 

counters on it, Put another innovation counter on if 

during each of your Untop phases, 

>: Remove any number of innovation counters from 

Davion High Command to get that much initiative. Use 

this ability only during a mission, 

With his inventive war machine watching the 

Clans, young Vittor is ripe for a reminder that he 

hos other borders, if 

—Maskirovka: COP (Information Gathering) Report 
(357-34 
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TRADING CARD GAME 


A wise commander knows what he can do. And what his enemies 
can’t. 


The new BattleTech®: Commander's Edition™ TCG details eight 
factions from the FASA universe, each with its own deck. 


Each themed deck contains a unique High Command card, giving 
each faction a distinct ability. 


Now you can bring the strengths of your faction to the field. Build a 
deck around what your forces do best. Exploit what your foes do 
worst. 


Now is the time, Bethe first to play with the new BaffleTech: 
Commander's Edition TCG. ; a 


Kurita * Steiner + Davion * ComStar * Smoke Jaguar * Wolf * Jade Falcon * Ghost Bear 


Check out http://locator.wizards.com for a store near you. 
Customer Service: (206) 624-0933 
Website www.wizards.com/BattleTech 


F959 = Whrars 


CORPORATION 


WIZARDS OF THE Coast and Commander's Edition are trademarks of Wizards of the Coast, Inc. Five Rings Publishing Group 
iS a subsidiary of Wizards of the Coast, Inc. BattleTech is a registered trademark of FASA Corporation. The BattleTech 
universe 'S protected by copyrights owned by FASA Corporation and used under license. ©1998 Wizards of the Coast, Inc. 
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Add +3 to all your movement rolls. 


Play at the beginning of a round of fighting combat, 
before dice are rolled, You and your opponent are 
reduced to zero health points and immediately sent 
to the Bio-Vats, Place this card in the Recycling Bin. 


When you are the target of a shooting attack, you 
receive an automatic Duck roll. If your action is to 
Duck, add +3 to your roll instead. If at any time you 
have the Footless Lemming, you must remove it and 
the Lucky Lemming's Foot from the game. 


ele 
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You may reveal the Moon Pie™ after dice have been 
rolled in melee combat to add 1D6 to your total. OR 
Chuckie can use this card to receive 1D6 free polyps. 
(He must still spend an action to deploy each one.) 
Place this card in the Recycling Bin after it is used, 


At any time during your Movement phase, you may 
peek at one face-down card in your current room or 
in a room to which you are adjacent. Traps do not 
take effect. 


Once during your Movement phase, you may move 
through a wall. (This counts as a normal point 
of movement.) 


<y 


Play at the beginning of the turn after you are sent 
to the Bio-Vats. You are immediately restored to 
your maximum health and may proceed with your 
turn as normal. Place this card in the Recycling Bin. 


Before fighting combat begins, you may force your 


opponent to trade you a random card from his 


hand for InQuest #0. Your opponent may not trade 


InQuest #0 this turn. 


You may activate the Particle Accelerator during 


your Movement phase to move an additional 2D6 
spaces. However, the scrambling of your molecules 


also causes 1D6 points of damage. (May not be 
used with a teleport ability.) 


Pog 


Qualify for the 


Format: 


Tempest™-Stronghold™-Exodus™ Limited format with Booster Draft finals. 


Structure: 


Modified Swiss-style, with the Top 8 playing in a single-elimination draw for prizes and invitation(s). 


Restrictions: 


Pro Tour—Chicago 


nN TUR QUMLE 


espn 


The deadline for advance phone registration is 5:00P.u. on the Wednesday prior to tournament date. 


6/27/98 Albuquerque, NM 
595-265-6100 
Seattle, WA 
206-675-1608 
Indianapolis, IN 
800-529-3976 
Anchorage, AK 
907-274-4112 
Los Angeles, CA 
714-444-4566 
6/28/98 Indianapolis, IN 
800-529-3976 
7/3/98 Columbus, OH 
800-529-3976 
7/4/98 Charlotte, NC 
910-889-9900 
Columbia, SC 
770-753-0030 
Columbus, OH 
800-529-3976 
7/5/98 Madison, WI 
920-484-3006 
7/11/98 Chicago, IL 
847-222-1994 
St. Louis, MO 
847-864-3542 
Bay Area, CA 
650-947-0398 
Edmonton, AB 
403-483-2669 
Seattle, WA 
206-675-1608 
Knoxville, TN 
770-753-0030 
Dallas, TX 
713-680-1870 
7/12/98 Washington, DC 
301-881-3530 
Columbus, OH 
800-529-3976 
Boston, MA 
617-666-5799 
7/18/98 Louisville, KY 
847-222-1994 
Lincoln, NE 
402-434-5056 
Fon du Lac, WI 
920-484-3006 
Miami, FL 
770-753-0030 


7/18/98 


7/19/98 


7/25/98 


7/26/98 


8/1/98 


High Point, NC 
910-889-9900 
Dallas, TX 
316-946-1055 
Detroit, MI 
800-529-3976 
Los Angeles, CA 
714-444-4566 
Rochester, NY 
716-427-2190 
Windsor, ON 
800-529-3976 
Harrisburg, PA 
800-852-2442 
St. Paul, MN 
847-222-1994 
Kansas City, KS 
913-962-4263 
Syracuse, NY 
212-633-6320 
Salt Lake City, UT 
801-968-6365 
Indianapolis, IN 
317-773-1287 
Bay Area, CA 
650-947-0398 
Little Rock, AR 
501-661-0870 
Denver, CO 
303-366-3977 
Seattle, WA 
206-675-1608 
Birmingham, AL 
256-880-3726 
Richmond, VA 
770-753-0030 
Houston, TX 
713-680-1870 
Atlanta, GA 
770-753-0030 
Columbus, OH 
800-529-3976 
Montreal, QC 
514-849-5696 
Pittsburgh, PA 
800-529-3976 
Edison, NJ 
800-852-2442 
Chicago, IL 
847-222-1994 


8/1/98 


8/2/98 


8/8/98 


8/9/98 
8/15/98 


8/16/98 
8/22/98 


St. Louis, MO 
847-864-3542 
Eugene, OR 
541-485-0375 
Boston, MA 
770-753-0030 
High Point, NC 
910-889-9900 
Wichita, KS 
316-946-1055 
King's Island, OH 
800-529-3976 
Honolulu, HI 
808-596-8236 
Phoenix, AZ 
714-444-4566 
Ft. Wayne, IN 
847-222-1994 
Lubbock, TX 
806-763-4054 
Bay Area, CA 
650-947-0398 
Seattle, WA 
206-675-1608 
Orlando, FL 
770-753-0030 
Milwaukee, WI 
800-529-3976 
New York, NY 
212-633-6320 
Seattle, WA 
206-675-1608 
Madison, WI 
847-864-3542 
Worlds " 
206-675-1608 
Houston, TX 
713-680-1870 
St. Louis, MO 
847-222-1994 
High Point, NC 
910-889-9900 
Birmingham, AL 
770-753-0030 
Valley Forge, PA 
800-852-2442 
Louisville, KY 
847-222-1994 
St. Paul, MN 


847-222-1994 


Call your local organizer for tournament fee, location, and advance registration. 
For more information on the Pro Tour or Qualifiers near you, call 


Wizards of the Coast® Customer Service at (206) 624-0933 or visit 
our website at 


8/22/98 


8/23/98 


8/29/98 


8/30/98 


Indianapolis, IN 
317-773-1287 
Myrtle Beach, SC 
910-889-9900 
Vancouver, BC 
604-521-4471 
Chicago, IL 
770-753-0030 
Toronto, ON 
905-524-5725 
New Orleans, LA 
713-680-1870 
Pittsburgh, PA 
800-529-3976 
Los Angeles, CA 
714-444-4566 
Boston, MA 
617-666-5799 
Edison, NJ 
800-852-2442 
Chicago, IL 
847-222-1994 
St. Paul, MN 
847-864-3542 
Baltimore/Washington 
301-881-3530 
Bay Area, CA 
650-947-0398 
Denver, CO 
303-366-3977 
Atlanta, GA 
770-753-0030 
Seattle, WA 
206-675-1608 
Akron, OH 
330-922-4263 
Austin, TX 
713-680-1870 
Columbus, OH 
800-529-3976 
New York, NY 
212-633-6320 
Ft. Wayne, IN 
847-222-1994 
Detroit, MI 
810-774-6137 
Rochester, NY 
716-427-2190 
lowa City, IA 


319-338-0086 


Add +3 to your roll whenever you try and set one of Add +3 to your roll whenever y Add +3 to your roll whenever you try and set one 
the code letters. If you are inside the Escape Pod and the code letters. If you are inside the Escape Pod and of the code letters. If you are inside the Escape Pod 
you have this item, you win the game. you have this item, you win the game and you have this item, you win the game 


Add +3 to your roll whenever you try and set one of Add +3 to your roll whenever you try and set one of The Black Hole can carry any one item for you with 
the code letters. If you'are inside the Escape Pod and the code letters. If you are inside the Escape Pod and no weight penalty. When retrieving the item, how- 
you have this item, you win the game you have this item, you win the game ever, you must roll a die. On a roll of 1 or 2, the 
item has been sucked out of reality and is placed in 
the Recycling Bin 


Before rolling your movement dice, you may use 
this card instead: Roll two dice and multiply. Move 
to the room that corresponds to the resulting num- 
ber, If the result is 36, you croak. Mush may instead 
use this card to add or subtract one from the total 


when he teleports. Bs Cal 


phase to activate the Remote Control instead be within 10 spac 
Change any one code box to a letter of your choice 


Pog 
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Why the heck did they make it out of plutonium? 
| You'll never know, but you may skip your Movement Helmet. Look at any « 


We want to keep you 

updated with as much 
information as possible. 

=<=To do that, we need to know 
“. where we can reach you. 
= Beginning with the 1998-99 
Magic: The Gathering” 
“tournament season, you'll 
= : need to renew your 
“ DCI" Mana membership. 
(It’s still free:) 


Or you can upgrade to a Legend 
membership for some really cool stuff. 
Benefits include such things as home 
delivery of the Sideboard™ magazine, 
a Legends® booster pack, an official 
membership card, and more. 

(Legend members—don’t forget 

to renew aswell.) 


ll 


- Stay connected. Renew your 
DCI membership today. 

Call 206-624-0933 or visit 
wwwwizards.com/DCT’ 


WIZARDS OF THE COAST, Magic: The Gathering, Legends, 
The Sideboard, and DCI are trademarks of 
OF THE COAST” Wizards of the Coast, Inc. ©1998 Wizards of the Coast, Inc. 


Fighting/shooting weapon. Leth can be used as a 
fighting weapon to give you a bonus of +1D6. If Leth 
is used as a shooting weapon, roll 1D6 after damage 
is dealt. 1-2: Leth flies away. (Place this card in the 
Recycling Bin.) 3-6: Leth returns to your hand 


Shooting weapon. When you fire Gadzooka! you 
move backwards (away from your opponent) a num- 
ber of spaces equalto your damage roll. If you hit a 
wall, you take 1D6 damage. 


@o Ww 


Plutonium Rod 


Fighting weapon. Floyd may use the energy from the 
Plutonium Rod during his Action phase to switch 
forms. This does not count as his normal action 


Oo ww 
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Atomic Stapler 


Shooting weapon. Even if you lose a Shooting fight 
with another player, that player still loses one health 
from a stray staple 


Fighting weapon 
99% fat free. 


oe ww 


Shooting weapon. If you use Rock in combat, give 
this card to your opponent. Rock does 2D6 damage 
if fired by the Slingshot 
“I got a rock.” 


@ © 7 


(SPACHSTATIO 


Fighting/Shooting weapon. Lighter can be used as 
a Fighting weapon to give you a bonus of +1. 
Damage from Can of Lysol & Zippo Lighter cannot 
be Ducked, 


Machete Launcher 


Shooting weapon. The Machete Launcher has a 
minimum range of 3 spaces. 


Shooting weapon. Range and damage are +2 when 
used by Pete the Chef. 


© ov 


The 1999 Pro Tour™ séason opens With a Diast. .« « 


Sept. 25-27, 1998 
Ramada Congress 
Hotel 


*pcp 


Are you ready for 24-hour 
gale-force gaming? We thought so. 


<ne 

= a We've got Magic: The Gathering—Urza’s Saga” 
hips Prerelease tournaments all day Saturday and 

Champions P Sunday, plus dozens of side events open to all. 

on els pin Take your game on the road. 

Take it to Pro Tour-Chicago. 


Oct. 25, 9:30 P.M. PST 
Oct. 26, 12:30 a.m. EST . : : 
i Plus, Chicago spotlights the Super Series 


Central Division Championship, 
just for players ages 17 and under. 


a 
YAHOO! mci 


Complete event schedule, travel, and lodging information available at: or call (206) 624-0933. \.4— 4. 
PZ 
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Seat-SeeKing Missle 


Shooting weapon. Seat-Seeking Missile can target an 

opponent that is not in direct line of sight (it can go 

around corners). Cannot be dodged. Remove Seat- 
Seeking Missile from the game after it is used. 


TRAP! Ack! You slide into a wall. You take 1D6 dam- 

age. You may not take any actions for the rest of this 

turn and your next turn. Rats are unaffected and may 

eat Banana Peel instead to gain 1D6 health. (This can 
raise the Rats’ health total above 10.) 


TRAP! A footless lemming has attached itself to your 
leg! You receive -1 to all of your die rolls. (For room 
functions 0 counts as 1.) You cannot get rid of Foot- 


less Lemming or have it taken away. Remove it from 
the game if you are sent to the Bio-Vats, 


Big 
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raps 


Shooting weapon. Any card you hold can be fired as 
a ranged weapon. Slingshot does XD6 
damage, where X is the weight of the card you 
shoot. Place the card you shoot in the Recycling Bin 
after it is fired, 


TRAP! Somebody propped a bucket of anti-matter 
over the door! Roll a die. On a roll of 1-5 you croak. 
Your health total is reduced to zero and you go 
directly to the Bio-Vats. 


TRAP! You've activated the Security Rent-a-Bot! At 
the end of each Movement phase it moves towards 
the closest player. During the Action phase it attacks 


if possible. The Rent-a-Bot has 17 health points and 
a movement rate of 2D6. When Fighting the Rent-a- 


@ Bot rolls 2D6+2. G) 


Shooting weapon. Roll a die. On a 1 Switcheray 
jams and doesn’t work. On a 2-6 you switch 
health-point totals with the target of your attack 
and if your target attacked you with a ranged 
weapon, his attack is nullified, Cannot be Ducked. 


Oo © Ww 


TRAP! Nice going, bonehead. You've opened the 

airlock. At the beginning of the Movement phase, 

each player moves 2D6 spaces towards the airlock. 
(See the Airlock room description for details.) 


TRAP! All players are teleported to your room. 
Each player must make a one-round melee attack 
against any other player, who automatically 
defends (even if he is attacking a different player). 
Player with the highest health chooses his target 
and resolves his combat first. 


During the game the Airlock may be activated (i.e. 
opened). If this happens it will suck players toward 
it before the Movement phase. Roll 2D6 and move 
each character that number of spaces toward the air- 
lock. Players are sucked in order of health total, from 
highest to lowest. Movement is along the shortest 
route and players can be sucked out of and through 
rooms. If another player blocks your path, you stop 
next to that player. If a player is sucked into the air- 
lock space and and still has movement points left he 
is sucked into space and croaks (reduced to zero 
health points). One of his cards (randomly chosen) 
is sent to the Recycling Bin and the Airlock is imme- 
diately closed (no one else is sucked out). 


You may spend your action to roll 1D6: 

1-3: Nothing happens. 

4-6: You may set the code letter in this room to 
Aor B. 


ti 


This colored area, which separates the Brig and the 
Armory from the rest of the map, can only be crossed 
if your unmodified movement dice roll is even. If 
your unmodified total is odd, you may not move 
through the field. 


a AS Ee oer oss aoe th 
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X-RAY ZONE 


When crossing through one of these spaces, you 
must reveal your cards to all other players. 


While in this room, you lose 1 health at the begin- 
ning of your Action phase. 


11. Security 


You may spend your action to roll 1D6: 

1: You've tripped the alarm! You are teleported 
to the Brig (room 13). 

2-4: You may look at any one player's hand. 

5-6: If the Airlock is open, shut it. If the Airlock 
is closed, open it. 


13. The Brig 


You can enter The Brig, but you cannot leave (unless 

you can teleport). Luckily one of the former inhab- 

itants dug an escape tunnel. You may spend your 

action to roll 1D6: 

1-3: A big, heavy bulkhead lands on top of you. 
Take 1D6 damage and try again next turn. 

4-6: You escape from the Brig. You may put your 
piece in the hallway space with the tunnel. 


TI. The Armory 


You may spend your action to take any one 
weapon card from the Recycling Bin and add it 
to your hand. You must show the weapon card 
you choose to all players. 


21. Vending Machines 


You may spend your action to try your luck at the 

vending machines. Roll 1D6: 

1: The security camera caught you trying to stick 
your arm up the machine. You are teleported 
to the Brig (room 13). 

2: You get a rubber bug. 

3: You get a Babel Fish. 

4: You get a tricordrazine gumball. You may eat 
the gumball (discard it) during melee combat 
to add +2 to your combat total. 

5: You get a good, steaming cup of freshly brewed 
coffee. You gain 1D6 health. (This health gain 
can take you above your maximum.) 

6: You get a secret decoder ring. The next time 
you activate a room function you may add or 
subtract one from your die roll. 


22. Lavatory 


You may spend your action to discard any num- 


ber of cards from your hand. Reveal the cards you 
wish to dump to all players and put them in the 
Recycling Bin. 


You may spend your action to roll 1D6: 

1-2: Nothing. Damn thing doesn’t work. 

3-5: Shuffle the cards from the Recycling Bin and 
add a random one to your hand. You may not 
examine the cards before choosing. 

6: Choose any one card in the Recycling Bin and 
add it to your hand. 


You may spend your action to choose a card in your 
hand to wager and roll two dice. If you roll seven or less, 
you lose. The card you wagered is sent to the Recy- 
cling Bin. If you roll eight or higher, you keep your card 
and you get a card at random from the Recycling Bin. 


26. The Zemo 200 


Lots of nifty looking creatures running around. Dur- 
ing your Action phase (before you take your action), 
you must roll 1D6: 

1: The Heeby-Geeby Rhino decides to gore you. 
Lose 1D6 health. 

2: The Vast Gormogon seeks your company. Lose 
this Action phase and your next turn. 

3: The Terrestrial Marmoset eyes you curiously. 

4: The Symbiotic Technoplant likes you—no, 
really likes you. Technoplant wraps itself around 
you and provides 5-health armor (absorbs up 
to five points and then perishes). 

5: The Phosphorescent Brainhugger leeches on 
to your head. Look at any one unrevealed item 
anywhere in the station. 

6: Whoops! You let the Betagoola Death Spores 
loose. They’re hungry. Target player of your 
choice loses 1D6 health. 


29. Kitchen 


You may spend your action to gain 1D6 health 
points (up to your maximum). Pete the Cook gains 
+2 to all combat rolls while in the Kitchen. 


32. Command Control 

You may spend your action to adjust the Climate 

Control. Roll 1D6: 

1: Nothing. You pushed the wrong button. 

2-3: Low gravity. Each character gets an extra 
movement die. This overrides double gravity. 

4-5: Double gravity. Each character gets only one 
movement die. Characters can forego their 
Action phase to receive full movement. This 
overrides low gravity. 

6: Deactivate life support. Each player loses one 
health at the start of each turn. 

Any character in this room may spend his action to 

reset the controls back to normal. No die roll is nec- 

essary and any above effects cease immediately. w 


The fact that the characters in Space 
Station Zemo match up perfectly with 
the personalities of the InQuest staff is 
purely coincidental. 
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Dark Hatred | 


BY MARK JUSTICE en 


e the beginning of Magic there has been a class of Magic 


citizens known as the “player-haters.” These are players who 

delight in the misery of others. They cheer when you are 
Mana-screwed and design their decks just to cause you pain. 
Deep inside they enjoy your defeat more than they enjoy their 
own victory. They are a plague on the Magic world. 

With the release of Exodus, more of this sultry breed will raise 
their heads from the bottomless pits in which they dwell. They now 
have a rallying cry. The cry is Hatred. 

Magic players have always been mesmerized by the first-turn 
kill. But ever since Channel was banned, turning theoretical first- 
turn kills into tournament viable decks has been problematic at 
best. That might change now that Hatred has entered the scene. 

“Dark Hatred” is a tournament-viable Standard deck that has 
the added bonus of being able to knock off an opponent on the 
second turn. Just wait for one of your creatures to go unblocked 
and then unleash a high-powered Hatred, pumping in as much 
life as you need to kill your opponent. If you really want a shot at 
a first-turn kill, you can add Raging Goblins, but with the raw 
power of the streamlined version of this deck, you may find sec- 
ond-turn to be perfectly acceptable. 

The assets of “Dark Hatred” as a deck concept start with. the 
ease with which you can deplete your hand. The importance of 
being able to empty-your hand by putting increasingly effective 
cards into play started with the Sligh deck. These mono-red decks 
still thrive today on fast, efficient kills. With the addition of a few 
key cards from the Rath cycle, black has the possibility of sur- 
passing the legendary Sligh decks as the ultimate depletion deck. 

First and foremost, a depletion-style deck will succeeed or fail 
on the effectiveness of its creatures. Fortunately, Dark Hatred is 
fat with creatures; the key is two-power, one-casting-cost 

cards like Savannah Lions and Kird Apes. These two 


> PLAYER HATER’S 
PARADISE 


q BLACK BLACK 
4 Cursed Scroll © GREATURES SPELLS 
4 Black Knight 4 Bad Moon 
4 Carnophage 4 Dark Ritual 
4 Dauthi Slayer 4 Hatred 
4 Erg Raider 4 Mox Diamond 
4 Sarcomancy 


4 Unholy Strength 


THE BEST IN TOURNAMENT-LEVEL MACIC DECKS 


Pi Vie 


Rath and the U.K. have quite a bit in common—when it comes to dentistry... 


aren't available in Standard anymore, but black has two creatures 
that function just as well—Carnophage and Sarcomancy. 

The setback of losing one life per turn is minimal, since you don’t 
plan on being around that long anyway. Picture this first-turn sce- 
nario: Swamp, Dark Ritual, Carnophage or Sarcomancy with a Dauthi 
Slayer or Black Knight. Follow that with a Bad Moon and you won't 
even need Hatred to knock the wind out of your opponent. 

Even just the Carnophages and Sacromancies by themselves 
are very effective early pressure. Alone they will win countless 
games. Opponent mana screwed? Too bad...he lose. Opponent 
playing a slow deck and doesn’t draw mass creature removal? 
Too bad...he lose. Hatred comes out at an opportune time and... 
Hmmm. | think I’m becoming a player-hater myself. 

The other creatures are not as fast but still add a wonderful 
punch to the deck. Black Knight has been a staple since the ear- 
liest days of tourney Magic, Dauthi Slayer gives the deck an evasive 


rards of the Coast Inc. 


LAND 
16 Swamps 


, 


Thanks to denny Graig, I've lost 150 pounds! 


creature to be Hated and Erg Raider can run over the smaller red 
creatures that might stand in its way. In all there are 20 fast crea- 
tures that are capable of mowing down your opponent. 

There are a few accessories to the deck as well. The Bad Moons 
and Unholy Strengths will remind many people of the black decks 
that did well in late 1996. These decks won many tournaments 
in an @ra that still had Ivory Tower, Zuran Orb and Balance. If 
they were able to overcome that class of cards, then they should 
be able to hold their own in today’s environment. 

With the spells in the deck so easy to cast—only Hatred costs 
more than three mana—you have the opportunity to play with very 
little land, 16 to be exact. This is something that would be taboo 
in most decks, but in Dark Hatred it’s a tremendous luxury. The 
four Mox Diamonds along with the four Dark Rituals give this 
deck an explosive burst of speed. Plus, you will seldom lose to 
mana problems. This alone can mean a match win or two through- 
out the course of a tournament. 

The last card to round out the main deck is Cursed Scroll, a 
perfect fit in a deck where your hand is often empty by turn three 
or four. This gives you creature-elimination, should you need it, 
and more damage-dealing capability. 

With such a well-tuned attack machine one might wonder 
what could possibly be needed in the sideboard. Red stands out 
as one potential problem. With so many direct-damage spells 
available to a red mage, it is advisable to give yourself some pro- 
tection. Spinning Darkness is a perfect card against Sligh decks. 
It serves as creature-elimination and can give that extra life needed 
to win a race to the finish. 

The rest of the sideboard is totally dictated by the environ- 
ment in which you play. | use four Coercions against permission 
and two Perishes to clear the many green walls that seem to be 
in tournaments these days. Rounding out the sideboard are three 
Diabolic Edicts, which help against a mirror match (when you’re 
battling a foe with a similar deck) and two Wastelands, which 
can cripple an already slow deck. 

There is little more to say about playing Dark Hatred; it’s fast and 
furious and gives your opponent little room for error. There are sit- 
uations where you can overextend your creature base by putting 
too many into play at once, but for every time an Earthquake kills 
three creatures, you'll win five times as often. The best thing to 
remember when playing this deck is to come with a smile on your 


face, ‘cause you're going to be hating the rest of the day. ) 


Mark Justice “for all” hates it when people use his name in 
stupid clichés. 


ne of the cooler cards in the new Exodus set is Mirri, cat war- 

rior and legend supreme. With plenty of Wildcats and other Cat 
Warriors to go along, including the outcast Jedit Ojanen, we came 
up with the makings of a nifty theme deck. But we need MORE 
cats. Fortunately, there are quite a few to choose from. 

Lions are cats. Cheetahs are cats. Panthers? They’re cats too. 
Cat Burglar? Close enough. Still not enough house pets? How 
about dogs...there are plenty of those too. Wolves, hounds, jack- 
als...they all fall into that general canine category. We even 
threw in the goat-like Beasts of Bogardan. 

But what does this deck have to do with raining you ask? 
Aha! That’s where the Cat-a-pults come in. Launch those felines 
into the air with the likes of the Skull Catapult. And heck, while 
you're at it, give some of those canines the send-off as well. 
Throw in a Goblin Bombardment (which doesn’t really have any- 
thing to do with cats or dogs) and you can splatter house pets 
all over your opponent. 


@ Jeff Hannes, Animal Activist 
CATS 1 Master of the Hunt 
2 Canyon Wildcat 1 Mongrel Pack 
1 Cat Burglar 1 Monstrous Hound 
3 Cat Warriors 1 Snow Hound 
1 King Cheetah 1 Timber Wolves 
1 Jamuraan Lion 1 Tundra Wolves 
1 Jedit Ojanen 1 Vampire Hounds 
1 Mirri, Cat Warrior 1 Watehdog 
1 Mtenda Lion 1 Wyluli Wolf 
2 Panther Warriors 
1 Savannah Lions IT’S RAINING! 
1 Uktabi Wildcats 1 Dwarven Gat-a-putt 
1 Goblin Bombardment 
Docs 1 Grapeshot Cat-a-pult 
1 Arctic Wolves 1 Skull Gat-a-pult 
1 Beasts of Bogardan 1 Whirling Cat-a-—pult 
1 Dauthi Jackal 
1 Dire Wolves BACKYARD 
1 Elven Warhounds 10 Forest 
1 Ghost Hounds 4 Gemstone Mine 
1 Heart Wolf 6 Mountain 


Ren & Stimpy © Nickelodeon. All rights reserved. 


SEPTEMBER 1998 67 


ILLER Ecks Hl a 
BY MICHAEL MIKAELIAN 


very day on Tatooine is a hot one. But today is just a little 
E bit different. Over in Jabba’s Palace, there’s a whole orches- 

tra of jizz-wailing musicians playing up a storm. | hear 
they’re gonna be at the Mos Eisley cantina tomorrow night. 
Or who knows—if they can book passage on a ship, they could 
be playing Hoth, Cloud City or even the Death Star! 

Okay, “Star Wars” is about Starships, blasters, the Force and 
good versus evil, right? Would you believe it’s also about find- 
ing the perfect gig? With this Light Side deck, it’s all about the 
band. Except for the mysteriously absent Sy Snootles, this deck 
has all the galaxy’s greats—Figrin D’an and the Modal Nodes 
and the Max Rebo band jammin’ together with Oola and a 
Kitonak horn section'to boot. It’s Lalapalooza meets Star Wars! 

It all starts on Hoth, where Artoo and Threepio act as book- 
ing agents for the musical menagerie. Using your droids and 
How Did We Get Into This Mess, you can cycle quickly through 
your deck, deploying your locations and the all-important Do, 
Or Do Not. It’s an old trick, but it keeps working for you all 
throughout the game. After you've deployed as many of these 
cards as you can, play it again, deploy some more and, if pos- 
sible, do it again. Once you've deployed all or most of your sites, 
you should have enough Force to do all the things this deck 
is meant to do. 

Once you've got yourself set up, hand things over to the 
band’s manager—Arleil Schous. Arleil’s unique game text lets 

you do two things—get a Kitonak from your reserve deck and, 
on Tatooine, deploy your aliens for one less Force each. Next, 
you'll want to deploy Jess, giving you the possibility to retrieve 


JABBAPALOOZA 


LOCATIONS 2 Jess 
1 Dagobah: Yoda’s Hut 1 Kal’Falal C’ndros 
1 Hoth: Echo Command Center 3 Kitonak 
(Starting Location) 1 Leesub Sirln 
2 Jabba’s Palace: Audience 1 Max Rebo 
Chamber 1 Momaw Nadon 
1 Tatooine: Cantina 1 Nalan Cheel 
1 Yavin 4: Massassi War Room = —'1:Oola 
1 Rennek 
CHARACTERS 1 Teda Dahai 
1 Arleil Schous 
2 Artoo CREATURES 
16-3P0 1 Worrt 
1 Chewbacca 
1 Doikk Na’ts INTERRUPTS 
1 Droopy McCool 1 Ambush 


1 Figrin D’an 


1 Ickabel G’ont 1 Choke 
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1 Blast The Door, Kid! 


“Me? You want me for the Pert commercial?” 


up to 12 Force. You have the luxury of waiting a couple of 
turns to do so, since setting up can take a while. 

Against a quick Dark Side deck, you should be ready to 
lose a few Force to early drains. Ideally, you'll want to play 
Max Rebo next, resulting in all of your musicians deploying for 
free. Now you can drop every last one in your hand, plus, for 
a few Force, deploy your roadies too. You should even have a 
few Force left over to draw some cards at the end of your turn 
and still save some for It’s A Trap or Blast The Door, Kid. 

Now that the band’s all here, the fun can begin. Once 
you have most of your characters on the table, go for a little 
Civil Disorder. To make matters worse for your opponent, 
Oola makes sure he doesn’t have any unique male Imperials 


3 Control EFFECTS 

1 Droid Shutdown 1A Gift 

1 Fallen Portal 1 Bacta Tank 

1 Grimtaash 1 Civil Disorder 
3 How Did We Get Into This Mess? 1 Demotion 
1It’s A Hit! 1Do, Or Do Not 
2 It’s A Trap! 2 What're You Tryin’ To Push 
1 Levitation On Us? 

1 Mandalorian Mishap 

2 Nabrun Leids 

1 Skull 

2 The Bith Shuffle 


2 You Will Take Me To Jabba Now 


SUBSTITUTIONS 


Star Wars™ & © 199 
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Dponent goes 

ay nterrupt takes 

him down to eight. After looking at his hand with Oola, 

unleash the groupie—Leesub Sirln. Oola shows you exactly 

what your opponent is holding. Using Leesub, you can 

play the odds to get your opponent to lose that extra Force. 

Naturally, you'll also want to try to retrieve one Force with 
Figrin D’an each turn too. 

Even though you'll have lots of characters, it may still be 
prudent to avoid battles when you can. With a few excep- 
tions, you only have one copy of each character. Fortunately 
for you, many of them are very annoying. It could take sev- 
eral battles for your opponent to knock off all of your good 
characters. Although Vader’s Lightsaber can be scary, 
remember that Choke allows you to cancel all remaining 
attrition against you after forfeiting an alien—even if that 
alien forfeits for 0. If you have more power than your oppo- 
nent, just put the poor slob in the Bacta Tank and play him 
again next turn. Plus, if he’s a musician, don’t forget to 
retrieve the Choke when you deploy him. You should be able 
to handle most things your opponent throws at you—every 
card in this deck foils some sort of devious trick. 

After your droid is done finding locations for your band 
to play, it might be a good idea for him to hop the next shut- 
tle to Tatooine, just in time to deliver A Gift to your 
opponent. Against bounty hunter decks, A Gift can be dev- 
astating. It subtracts 1 from all opposing Force drains and 
2 from all opposing battle destinies with an alien, and acts 
as an undercover spy on Tatooine only. If your opponent 
has Jabba at the Audience Chamber, you can move your 
droid from any Tatooine site directly to there with You Will 
Take Me To Jabba Now. 

They say music tames the savage beast. If that beast is 
a bloodthirsty Dark Side opponent, then this deck lets you 
put the old adage to the test. So break out the instruments, 
get the band back together and start singing the chimes of 
your opponent's doom. ©) 


Michael Mikaelian resents the term “butt-heads.” The Bith 
are cranially challenged. 
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FILLING THE SHOES OF THE WORLD’s worst MAGIC piayver 
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YOU CAN'T WIN. 


Eugene T. Dudley, the world’s worst Magic player, has done it this 
time. It took him over a year to get a rematch, but Eugene finally 
has a chance to beat his archnemesis, Clint “The Fist” Canyon. Unfor- 
tunately, in his excitement, Eugene knocked over his can of Yoo-hoo, 
spilling chocolate milk substitute all over the playing field. 

To make matters worse, Eugene’s cards are now floating 
in the mess and he doesn’t know which cards are supposed to 
be tapped and which cards should be untapped. He knows that 
he was about to play a Seismic Assault to win the game, but 
now Clint won't let him. A stickler for the rules, Clint refuses to 
let Eugene continue unless he can figure out exactly how each 
of his cards should be positioned. 

While Eugene is crying over spilt Yoo-hoo, can you figure out 
what Eugene has done so far this turn, and which of his 
cards should be tapped? 

KEEP IN MIND THE FOLLOWING: 

© Eugene remembers that he drew a Tarpan during his draw phase 
and, using his Sylvan Library, put two forests on top of his library. 
¢ At the beginning of his turn, there were no cards in 
Eugene's graveyard. 

© After taking a hit from Eugene’s Jackalope Herd and Juzam 
Djinn last turn, Clint was at 12 life at the start of the turn; 
Eugene was at 2. 

© Last turn, when Eugene attacked with the Jackalope Herd, his 
Nurturing Licid was attached to it. 

© Clint played a Festival at the beginning of this turn to prevent 
Eugene from attacking, but he hasn’t interfered in any other way. 
Remember, in order to figure out which cards should be tapped, 
you must outline step-by-step what Eugene has done so far this turn. 
© The picture to the left shows where things were when Eugene was about 
to cast the Seismic Assault, for which he had already tapped the mana. 


THIS MONTH’S DIFFICULTY RATING: 


Carnophage 
Fireslinger 

Goblin Lyre 

Jackalope Herd w/ Nurturing Licid 

Juzam Djinn 
Mana Flare 
Meekstone 

Plague Bearer 

Sylvan Library 


Mulch 
Seismic Assault 


Forest (x2) 
Koskun Keep 
Mountain (x2) 
Scorched Ruins 
Swamp 


THE CONTEST 


Mail in your step-by-step solution to: 
DEAD MAN’S HAND: 

MAD ABOUT YOO-HOO 

C/O INQUEST 

PO BOX 118 

CONGERS NY 10920-0118 

The winner, randomly chosen from 
all correct entries, pas a box of 
Exodus. All entries must be post- 
marked no later than August 28, 
1998. 


LAST MONTH’S “QUEEN FOR A DAY” SOLUTION: 


1. Add two green mana to your mana pool from the Eladamri’s 
Vineyard. Tap the City of Shadows, Swamp and Fyndhorn 
Elder for mana. (1 black, 4 green, 6 colorless in pool.) 

2. Cast Verdant Touch and pay its buyback to turn the Swamp 
into a 2/2 creature. (1 black, 3 green, 2 colorless.) 

3. Tap the Stronghold Assassin and sacrifice the animated 
Swamp to destroy the Harvest Wurm. 

4. Top the Brine Shaman and sacrifice the Sylvan Heirophant 
to give one of your other creatures +2/+2. When the Heiro- 
phant goes to the graveyard, remove it from the game to 
return the Harvest Wurm to your hand. 

5. Cast the Harvest Wurm, returning the Swamp to your hand 


when it comes into play. (1 black, 2 green, 1 colorless.) 

6. Cast the Mox Diamond and discard the Swamp. 

7. Tap the Mox Diamond for red mana. (1 black, 2 green, 1 
red, | colorless.) 

8. Tap the Gemstone Mine for blue mana. (1 black, 1 blue, 2 
green, | red, 1 colorless.) 

9. Cast Verdant Touch to make the Gemstone Mine a 2/2 crea- 
ture. (1 black, 1 blue, 1 green, 1 red.) 

10. Untap the Gemstone Mine with the Seeker of Skybreak. 

11. Top the Gemstone Mine for white mana. (1 black, 1 blue, 
1 green, I red, 1 white.) 

12. Cast the Sliver Queen. Hoorah! 
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How much tinkering would it take to make Lord Soth the father 
of Luke Skywaker? It all depends on you. 
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BY BRENT FISHBAUCH 


u move silently, winding your way through the dark 
streets of Greyhawk toward the sound of the duel. Peer- 
ing around a corner, you see a large figure with a 
billowing black cloak dealing blow after blow to his smaller 
opponent. The black figure’s sword glows red as he brings 
it down repeatedly, only to find himself blocked by the shin- 
ing green blade of his foe. Both weapons hum magically in 
the empty alley, echoing through the streets. Suddenly, the 
dark figure stops and looks right at you—this despite the 
ring of invisibility you wear. He turns back to his opponent, 
now lying in the dirt at his feet. 
“We will finish this another time. ..young Jedi.” The shad- 
ows seem to gather and twist around him, and he is gone. 
Adapting worlds, plots and characters created by oth- 
ers into your campaign is an important tool in a gamemaster’s 
tool kit. Often, it’s best to disguise the origins of borrowed 
ideas, but it can also be great fun to bring cool people, 
places, items and situations directly into your game world with 
little or no modification. 


The easiest way to adapt something is to pick a setting 
or a facet of a setting that you like and customize it to a sim- 
ilar genre. For instance, in the “Star Wars” example, adapt 
the Jedi to an Alternity, Trinity or even a BattleTech campaign. 
It’s easy to keep most of the major elements within the same 
boundaries, because the fundamental background of the 
Jedi Knights remains unaltered. They still come from a mul- 
titude of planets; they're nearly wiped out by an evil empire; 
they have the same powers. Only now, they’re wielding 
them against the forces of the Ogotek or the Weren. Plac- 
ing “The Lord of the Rings” in your AD&D game is likewise 
a cinch; give Tolkien’s characters AD&D stats, drop them 
into your campaign world according to its geography, and 
you're good to go. In these cases, there’s not much to adapt- 
ing the worlds, but there’s no getting around the tinkering 
with the system that’s necessary. 

While you can bring an unaltered concept into a similar 


yyorids oi Fiction 
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genre campaign, it’s often more interesting and fun to add ? 


a few twists of your own. For example, place the Jedi in an 
AD&D campaign; not only have we removed the Jedi from 
the space opera environment in which you'd expect to find 


Return Of The Jedi 


them, but their whole history and purpose have been modified. Our 
Jedi Knights are an ancient and secret religious caste dedicated to pre- 
serving the balance of good and evil in and around the city of Greyhawk. 

Bear in mind that if you go with the “twist,” you might be in for 
a lot of work. Not only must you possess vast knowledge on the topic 
you're customizing, you must also have a mastery of the game mechan- 
ics and setting above and beyond that of a normal gamemaster; at the 
very least, you need to know those game details that deal with the 
topic you're adapting. It’s one thing to drop the Jedi into a spacefar- 
ing campaign where their basic background can be imported unaltered 
to the new game system; however, when you place them in a differ- 
ent genre, you need to know the Jedi inside and out to effectively fit 
them into your game, and you've got to sit down and tinker with the 
rules—mainly, character creation and combat—until you can make a 
playable Jedi. Plus, you've got to find a way to integrate their background 
into the alien genre. Because, sure as shootin’, the minute you intro- 
duce them, one of your players is going to want to run one. How will 
the Jedi Mind Trick work in AD&D mechanics? How does the Force fit 
into the religious system? What kind of stat bonuses can you expect 
as you move up in levels? You need to think about such things when 
you start to work on your subject. 

There’s no real first step in choosing what to adapt. It should be 
something that interests you—because you're going to be spending 
a lot of time flushing it out—and something that the players will get 
a kick out of. Listed below are a few ideas to help you get started: 


PEOPLE 


¢ The masked vigilante Kitsune—Japanese for “Zorro”—leads raids on 
the forces of the oppressive Emperor in Legend of the Five Rings. 
¢ Your Alternity players must kidnap the princess of John Carter of Mars. 
¢ A bunch of immortals with swords show up in your Champions city- 
of-choice to do battle to the death for some mysterious “prize.” 


PLAGES 


¢ The fake urban settings of “The Truman Show” or “Dark City.” 
Fantasy warriors are held for observation and experimentation by 
evil mages. 

¢ The city in “Logan’s Run,” where citizens must commit sui- 
cide when they reach a certain age. The citizens are “World of 
Darkness” vampires. 

¢ Dominaria, a planet of creatures and magic, serves as the setting 
for a Star Trek campaign. 


THINGS 


¢ A Malkavian vampire gets ahold of the Hand of Vecna. 

¢ Stormbringer falls into the hands of a Shadowrun dragon. 

¢ Sauron and his Ringwraiths take the place of the Empire in your 
Star Wars game as they search planetary systems for the One Ring 
of the Jedi. 

Whatever you choose, find the areas in the core rulebook—or even 
a good supplement that deals with the topic you're adapting—and 
study it. Examine the details included by the authors and design 
stats to cover those effects in game terms. If you do this, you'll be 
fairly prepared when players want you to explain your rulings or 
borrow your idea for a campaign of their own. 

Taking an aspect of one fictional world and dropping it into 
another depends on just how creative—or twisted—you are and 
how hard you're willing to work at the math and details that come 
with the project. In the end, as John Connor, Deadlands Ranger, 
might say as he’s hunted by a cyborg abomination from the future, 
“There is no fate but what we make.” w 


Brent Fishbaugh would like to thank Scott and David Roomes for 
their insight into integrating the Jedi class into AD&D. 


The Ghostbusters versus Cthulhu? It could happen. 


The AD&D Jedi 
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ORICINAL CREATIONS TO ENHANCE YOUR 
_ ROLEPLAYING CAMPAICN 


THE RIVEN BLADE 


he sweat dripped from Ronar’s brow as the wights 

backed him into a corner. His only option was to 

fight his way out, and his trusty battle axe was 
useless against the undead. The warrior gripped the 
mysterious runed sword he had recently discovered. As 
he raised the blade from its exotic sheath, it pulsed with 
a faint glow. 

Drawing a deep breath, Ronar drove the blade into 
the nearest abomination and gasped with astonishment 
as the sword carved effortlessly through the creature, 
slicing it in half. With a surge of confidence, Ronar 
lunged sword-first at another of the undead, but the 
blade twisted away from its target. The fighter swung 
with all his might, but to no effect. The sword had a 
mind of its own. 

Ronar let out a cry of panic and swung the sword 
wildly; his screams died as he was enveloped by a crowd * 
of the blood-hungry creatures. 


THE RIVEN BLADE 


The Riven Blade is an enchanted long sword that thirsts 
for new killing experiences. If its strike is successful, it 
immediately slays a representative of a species unknown 
to it. However, it refuses to waste its time with an entity 
it has already added to its collection of experiences; it 
will not harm a type of creature it has already slain. 

The lower regions of the blade are etched with dozens 
of small sigils and runes. These appear to be icons o 
various types of creatures, and do indeed represent the 
sword’s victims. When the blade slays a new species, a 
new icon appears shortly thereafter, magically etched into 
the blade with a bright glow. The detail in these icons 
makes them readily identifiable by those who have 
encountered the creatures they represent. 

All of the components of the Riven Blade—hilt, blade 
and scabbard—appear to be constructed from different 
organic materials, but no sage has yet identified what 
they are, nor how they maintain their strength. The 
blade is constructed of a bone-like material as well, with 
a silver metallic sheen. The scabbard, as far as anyone 
can determine, is constructed from a pair of giant, 
translucent insect wings—perhaps those of a giant drag- 
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onfly—wrapped again and again around the sword and mag- 
ically frozen into their final shape. 


None truly know where the Riven Blade comes from, nor why 
it was enchanted in such a curious fashion. Because it is con- 
structed from unknown materials, sages theorize that it is alien 
to the known world, possibly placed here to catalog local 
species. What it will do when it feels it has collected enough 
victims is also unknown; it may return to its place of origin or 
simply cease functioning as an enchanted blade. 

The Riven Blade’s true origins in your campaign depend on 
what game system you are running. In AD&D, it may hail from 
the outer planes or the Underdark, created by some power- 
ful being to collect data on “exotic” lifeforms. In L5R, perhaps 
it is a katana created by a secret sect devoted to killing oni in 
the Shadowlands; since oni are not born, each is unique to the 
sword and hence a valid victim. Alternately, the sword may have 
come from the Shadowlands, and its desire is to kill a human 
from each province rather than a member of every species. 

In designing your own Riven Blade, devise a list of creatures 
the sword has already slain for your own reference. Depend- 
ing on its past, it may only have very few victims to its credit 
or may have already claimed a great many; these creatures 
may mostly be common to the local area or exotic residents 
of a different plane. It all depends on how you want the play- 
ers to use the sword. 


BUMLAL MD! tity 
The Riven Blade has the following abilities: 

¢ It will not strike creature types it has killed. It will either 
twist in its wielder’s hand to avoid striking such a target or, fail- 
ing that, pass through the flesh of the target without effect. 
It also won't allow itself to be thrown at creatures. 

e Any creature successfully struck by the Riven Blade is slain 
immediately. There is no avoiding this fate; no amount of 
armor, skill or magical protection can prevent this. 

¢ Different species of the same creature type are affected 
by the sword. For example, the sword could slay both one 
black dragon and one red dragon. However, all members of 
one race are considered the same species. A human is a human, 
no matter where he is encountered. 


¢ The PCs discover the Riven Blade in some tomb or trea- 
sure hoard, but they have no knowledge of its properties or 
any means of learning them. The only way to discover the 
blade’s true nature is by experimentation; hopefully the PCs 
will fare better than poor Ronar. 

¢ The characters find the Riven Blade in the crypt of a 
famous dragon or oni slayer. Once they discover the sword’s 
secret, they may surmise the great hero made his reputation 
more with the sword than with fighting prowess. They may 
decide to reveal his secret or take up where he left off. Nat- 
urally, most of the creature types he stalked have already 
been killed by the sword, but there are plenty other mighty 
beasts to fell... 

¢ The sword is loaned to the characters by a religious or 
political power which hires them to slay a dire enemy—per- 
haps a vampire lord or ogre king. The target’s species has not 
yet been slain by the sword, making it an ideal tool of destruc- 
tion. Unfortunately, in getting to the target, the characters 
must defeat several of his powerful lieutenants, all of whom are 


Un 


also of his species. Temptations to use the sword early abound. - 


At the worst, it’s a one-shot colorless creature-eliminator. 


Riven Blade 


| 3,@: Remove target creature from 
the game and place it off to the 

| side. You may not use this ability if 
another creature of the same 
summon type has been placed off 

| to the side in this manner. 
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The Riven Blade can dissect a deck that relies on a large variety of creature types. 


¢ When a certain assortment of creatures have been killed, 
the true power of the Riven Blade will awaken. The PCs discover 
an ancient text or scroll, from which they can determine which 
creatures need to be killed. The PCs must then go on a quest 
to find and slay each of the beasts—some fairly common, oth- 
ers much more exotic. But will the power they unleash be 
beneficial or malevolent? Only one way to find out... 

¢ The PCs find or receive the Riven Blade, but it is a part of 
an ensemble rather than a unique item. Perhaps there is also 
a suit of armor, gauntlet and/or shield with similar properties. 
If all of the pieces have individually faced a common foe and 
are then united, they collectively can be used repeatedly against 
creatures of the same type. This should only be to help:com- 
plete some grand quest; the artifacts either lose their power or 
vanish once the ultimate goal has been accomplished. @ 


Paul Sudlow once had a magical butter knife that could slice 


through a wide variety of lunch meats—even bologna. 


(CAME STATS 
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AD&D 


BASTARD SWORD _=BASTARDSWORD __ KATANA 
SIZE: M MIN ST: 8 ROLL: +2 
SPEED FACTOR: 3 REACH: 1, 2 KEEP: +2 
TO HIT: +3 TO HIT: +3 TOTAL: 5k4 
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egend of the Five Rings Roleplaying Game (L5R) is 

based on the collectible card game of the same title. STRATEGI Ss 

It takes place in the fantastic Empire of Rokugan, a eget 
place that looks a lot like feudal Japan with a few distinct tf] GA = | 
differences. It is a game where a character’s honor and 


sincerity are just as important as his skill at swinging a PUP iy FQ] NNERS y john wink 
sword or slinging a spell. Rokugan’s population is divided . ly J 

chiefly among seven clans, although 

there are a fair share of minor clans 


and ronin or masterless samurai 
running around as well. 


Because Rokugan is such a foreign 
setting for many Western gamers, 
getting into the swing of things can be EWWW, | BET 
a bit daunting. This article addresses : w Mopar OP Wi 
many of the more common questions THIS CRAP! 
beginning characters have with 
Rokugan and her resident samurai 
and shugenja. 


MAKING A 
CHARACTER 


There are a lot of things to 
consider when making a 
character, especially when you 
have to start thinking like a 
samurai. Here’s some information 
to make it a little easier to get into 
the samurai ethic. 


MONEY: L5R’s character creation es 
system is simple and quick but ; 
still allows for a lot of diversity. 
Players choose a clan, then a 
profession—chiefly samurai or 
shugenja—select skills from their } 
appropriate schools, then spend 
character points to personalize 
their characters. There have been 
a lot of questions about this 
process, almost all of them 
evolving around one very 
mportant topic: starting money. 
One big question concerns id 
pricing—of everything from a cup 
of tea to armor. In most RPG 
systems, prices are more or less 
fixed. In Rokugan, things aren‘t 


—— 
Site 2 ee wae 


76 INQUEST 41 


that simple because the economy is based on two variables that 
affect price: rice and bartering. 

The standard coin of Rokugan is called a “koku,” which is a 
rough measure of how much rice it takes to feed one man for a 
year. Now, when a country chooses to base its economy on rice, 
it faces a few problems—namely the laws of supply and demand. 
When the rice crops are healthy, the value of koku goes down, 
because there’s plenty to go around. But when the rice crops 
come in short, the value of a koku skyrockets, because not 
everyone can have all the rice they want. 

The second problem with the currency is that Rokugan’s 
economy is still stuck in a bartering system. Items are not 
considered to have intrinsic value, but-only perceived value. 
Rokugani never ask “How much is that worth?” They always 
ask “What do you want for that?” 

As a result of these two variables, the prices listed in the 
main rulebook should be regarded as an extremely rough 
guideline. They’re likely to fluctuate from region to region, 
from person to person, and—depending on the local crops— samurai characters—from the samurai caste, not necessarily 
from season to season. of the profession—which means that money is not very 

One last note on money. Many players are going to have important to them. As the saying goes, “If a man is unwilling 
to part with his money, how willing will he be to part with his 
life?” Samurai are devoted to their lord, willing to throw away 
their lives in a heartbeat. It is important for a samurai’s image 
to have people see him spending his money with careless 
abandon. Frugality and bushido do not mix. 


Don’t mess with the samurai-ko. In L5R, the women hit as hard as the men. 


AT LEAST | 
QUIT WHILE | WAS 
STILL AHEAD... 


While the character creation rules allow 

a player to create a real combat monster, it isn’t recommended. 
Rokugan is a very polite culture, almost to the point of fanaticism. 
Social skills are often more important than combat skills in the 
upper echelons of Rokugani culture, and the socially inept super- 
warrior will quickly find himself lost when not on the battlefield. 
There is a correct way to do everything, including getting 
dressed. Characters who put all their points in bugei skills or 
combat skills miss out on more subtle ones, which means they 
will never get anywhere in Rokugan society. If you literally don’t 
have the right skills, you'll never be accepted in Rokugan society, 
which is a worse threat than it sounds. After all, you can fight and 
fight until you’re bruised and bloody, but your cousin with the 
sincerity and courtier skills is going to get the promotion before 


GETTING STARTED 


Everything you need to know to play and run the game. 


| RECOMMENDED SUPPLEMENTS 


The GM Screen, a starting adventure—The Doom of the Hare Clan— 
GM advice, rules for black magic, frequently asked questions and a few more goodies. 
An extensive boxed set that includes three books, two maps, GM intro 
booklet and magistrate journal. Includes all the information you'll ever need to run a 
| complete two-year-long campaign in Rokugan’s seediest city. 


| ON THE NET 


| You can subscribe to the official 15 RPG list by sending an e-mail message to 
majordomo@frpg.com. Include the line “subscribe (your user name) l5rrpginfo.com” in 
| your message, and you're up and running! Subscribers to the list include RPG Developer, 
John Wick and Ree Soesbee, The Hidden Emperor Story Directrix. 
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you do because he knows what to say and how to say it. 

That’s not to say that combat skills aren’t important, of 
course. It’s hard to be an effective samurai if you don’t know 
which end of a katana to hold. The important thing is to realize 
that balance in character creation is essential. 


Getting a group of players interested in 
the same clan is a bit difficult. You'll always have one person 
hot to play, say, a samurai from the Lion Clan, while another 
is gung-ho to run a Scorpion. This creates a problem for the 
gamemaster, because all the rivalries between clans can create 
tensions among the characters. It’s also a bit difficult to explain 
why all these people from different clans are traveling around 
Rokugan together. Here are a few tips on integrating a party 
of characters from different clans. 

Even though characters may come from different clans, 
they all serve the Emperor. Devotion to the Emperor’s will is 
paramount in a samurai’s ethics. If he has to suffer a slight to 
his honor to continue his service to the Emperor, he will. Putting 
his honor over his duty to the Emperor is looked on as selfish 
by other samurai—especially his direct superiors. 

Also remember that in Rokugan, there’s always a bigger 
fish than you. The glory rank or social standing of many 
beginning characters is quite low, which means there are a 
ton of samurai who are above them in the pecking order. If your 
uncle Hida tells you to get along with your Crane cousin, he 


“Hmm, They say if you use the magic peneil sharpner long enough, you'll get a big surprise.” 


isn’t just talking to hear his own voice. 

Gamemasters can also give each character the Emerald 
Magistrate Advantage for free. That way, they are all servants 
of the Emerald Champion, giving them one boss that outranks 
even their clan daimyo. The Emerald Champion is the voice of 
the Emperor, and his word is law. Disobeying his orders— 
specifically, the order to play nice with your traveling 

companions—is like signing your 
} own death warrant. 

There are less obvious and 
| obtrusive ways to make your 
} characters get along. Give your 

characters the kharmic tie advantage 


Here are some basic adventure hooks to get a group of players going right from the start. 


'Y This is a good adventure to draw together a group of characters from 
a ack of clans, as discussed in “Enemies and Allies.” Most parties are made up of 
four to six players, each representing a proportion of the clans. If you've got an 
unrepresented clan, they're the bad guys. The bad guys have pulled a fast one on the 
characters, who have now been disowned by their respective clans and have only one 
another on which to rely. Or, if you prefer, make the enemy from within their own 
respective clans, a cabal of evil upon which they happened to stumble. They've got to 
find the resources to expose the conspiracy and clear their names before it’s too late. 


y !Y Congratulations! You've just been assigned the prestigious duty of standing 

on the Kaiu Wall to help the Grab guard Rokugan from the Shadowlands. This is a great 
way to get “talking” characters and “fighting” characters together. The only way to 
get off the wall is to convince somebody higher up that you've done your duty, but you 
can’t do your duty until you get your hands dirty first. Courtiers and fighters have to 
am arectore work teeter 
when they're forced to! 


COCKE The Emperor’s favorite peacock grew ill and was sent to the Phoenix lands 
fe ene so st we se tect baek  ae 
Uchi. You've been chosen to guard the peacock all the way down the mountains, across 
the rivers and through the forests... watching for bandits, ogres and other nasties all 
the way. Be sure not to let that peacock go. They're hard to catch and even harder to 
find when they go running off into the woods. 


78 INQUEST 41 


for free. Make them all “allies.” Or, 


| if you’re feeling particularly nasty, 
| make them all enemies that need to 
get along because they’re all wanted 


by a single rival clan. For instance, 
let’s say you've got a Crane, a Lion 


| and a Scorpion that all hate each 


other. However, they have also all 
been framed by the Phoenix, 
Dragon and/or Unicorn clans. 
They’ve been ostracized by their 
respective clans, and all they have 
is each other, because they’re the 
only ones who know the truth. With 
only their traditional rivals to turn 
to, they'll eventually learn respect 
for one another and become the 


| fastest of friends. 


| COMBAT 


| Combat in L5R is extremely deadly. 


A lot of beginning GMs have made 
the mistake of throwing an ogre or 
two against a beginning party of 
samurai and then watched as the 


| ogres tore the poor bushi apart with 
| their bare hands. 


Yes, L5R’s combat system is perhaps the 
most lethal in the game industry. It is 
unforgiving and merciless. If a character 
makes a mistake, he’s going to get killed. But 
look at it this way: The same is true for the 
other guy. 

Western European weapons are very 
different from the katana employed by 
samurai. Samurai figured out a method for 
making swords—called “folding steel”— 
that still has not been improved upon. They 
would test their swords on a pile of 
criminals—usually about four to six high. 
They‘d pile them up, one on top of another, 
and slice down through the pile. The sword 
was judged by how many bodies it cut 
through, and if it didn’t cut quite far 
enough, it was usually sent back to the 
blacksmith to be improved. 

This is the world in which a samurai se 
dwells: He lives exactly four feet from death | 2 EARTH 


every moment of the day. Designing a |} 5 WATER Archery 3, Battle 3, Hand-to-Hand 4, 
combat system that was anything other | Strength 3 History 2, Kenjutsu 4, Naginata 2, 
than realistic would be an insult to the entire _ 2 AIR Tetsubo 2 

samurai ethic. And that’s not what L5Ris | Reflexes 3 : 45 

all about. Just be very careful about choosing |) 2 FIRE GLORY: 1.5 

what fights in which you get involved. Agility 3 Combat Reflexes 


In Rokugan, samurai must fight with | | 2voID (6 Points) 
intelligence as well as skill. They have to 
choose their fights, rather than have their Wakizashi, Naginata, Tetsubo, One 
fights chosen for them. As one swordsman day’s rations, Travel papers 
in Rokugan said as he fell into his fighting || ae ay 
stance, “My name is Akodo Kulu. | have | : 
killed 40 men with this sword... And each 
one of them was a better swordsman than 
you.” That kind of intimidation factor usually 
ends fights before they start, which is how 
many sword fights end up in Rokugan 
anyway. Samurai may be willing to throw 
away their lives, but they are only willing 
to do it if it serves their lord. Throwing away 
your life because it serves your own vanity 
and pride is selfish and not very honorable— 
or practical, for that matter. 


THE TECHNIQUES 


Many players and GMs have commented 
on the “secret clan techniques” that samurai 
acquire. I’m happy to report that I’ve 
received reports about each school telling me 
that specific school was unbalanced. 

The fact of the matter is that each school 
provides a character with a specific 
advantage. Nobody is faster than a 
Scorpion. Nobody can absorb damage like 
a Crab. Nobody wants to duel a Crane. The 
list goes on and on. 

When choosing a bushi from a specific 
school, make sure to play up your advantage. 
Don’t try to be what you aren't. ) 


Full armor, Katana, 


John Wick hails from the little-known Candle 
Clan, whose school of paper lantern fighting 
is unparalleled throughout Rokugan. 
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chance at immortal ity? One mad Magic-ian will have their design become a 


H card in the next release of Magic: The Gathering— 
le, just create a zany Unglued! As if that wasn’t enough, WotC is gonna 


d that will fit in the pay you for your efforts—a whopping $500!—and 
X “WAG ky new Magic: The give you a full set of Unglued cards, an Unglued 
—Gathering—Unglued world. T-shirt and an Unglued oversized card! And Mom 
M a k e sure y our Magic said playing Magic would never pay! 
parody card is chock full FIRST PRIZE (5): 
0’ silly text, goofy game Five demented designers will each win a full set of 
mechanics and loony art. Magic: The Gathering—Unglued cards, a T-shirt and 
Heck, you’ve been doing [addsdshsshsabiate 
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bay RHE Unglued boosters, a T-shirt and an oversized card. 
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‘the secrets 
of Doomtown, — 
the hottest — 
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; \ he 0 Doomtown is the place to be. Every tumbleweed-lovin’, 
cow-pettin greenhorn who fancies himself a card-flopper is 
checkin’ out this smokin’ new CCG. 

Now a sarsaparilla-drinkin, mule-ridin’, gun-fearin’ babyface like 
yourself will last about 30 seconds in Gomorra, the official, legal-type 
name of the streets where Doomtown takes place. Thirty seconds is about 
how long it'll take before some wet-behind-the-ears whippersnapper 
with more bullets than brains fans his hammer in your direction and 
plants you like a shade tree. So if you don’t want to find yourself takin’ 
an eternal siesta, you should study up a bit and learn the lay o’ the land 
before headin’ out. 

Cause Gomorra’s like no place else. It’s a burg where mad scientists 
rub elbows with spell-slinging gamblers, and the guy you aced in a 


pe shootout last week just might crawl up from the grave and call you out 
a. again. It’s a boom town that runs on ghost rock—a miracle fuel that’s 
/ .. WS half uranium, half spirit and 100 percent trouble. ‘Course it’s also more 
\\ \ valuable than gold, so you'll want to hook up with one of these outfits 
x to get yourself some. 


BLACKJACKS 


EPISODES: 1 & 2 

BACKGROUND: One of the unfortunates who ran afoul of the Sweet- 

rock Mining Co. was a miner named Jackson. After being swindled out of 

his claim, he swore vengeance against the corporation that was slowly 

buying up Gomorra and turned to a life of crime. Now calling himself 

Black Jack, Jackson sees every bank job and stick up as a blow against 
Sweetrock. Most of the riffraff in his gang aren’t so 


SENG UAUEE Strateey: You shoot folks when you ain’ 
See EYE ct sat tne core of most lacack statesjes You 
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get money through theft, 
represented by using your 
gang ability and holding up 
the stagecoach whenever A | 
Coach Comes to Town. 
Still, this often isn’t enough 
in the early going, forcing 
you to Raid your oppo- 
nent’s vault and even go 
Grave Robbin’. But your 
thievery doesn’t end at 
stealin’ ghost rock. To win, 
you're gonna need Control 
Points (CP), and B] and his 
boys don’t think twice 
about takin’ their oppo- 
nents’ property. Most importantly though, you'll need a solid 
poker strategy since you're gonna be gunfightin’ to win. Stack 
your deck with all clubs and only a couple of numbers or the 
aces, eights and jacks that make up a Dead Man’s Hand. 
KEY CARDS: The Graveyard deed is a perfect match for 
you. Playing The 1st Bank of Gomorra after a shootout has left 
your opponent low in influence can often clinch a win. Since 
you may find yourself with too little rock, several copies of 
Founder’s Day, A Coach Comes to Town and Yer All Chicken— 
in multiplayer games—will be necessary. You'll need Dead 
Man’s Hand and Ambush too so’s you can plug all them yel- 
low bellies cowering at home. 

DRAWBACKS: Low initial ghost rock production. BJ is 
this gang, and if he gets a one-way ticket to Boot Hill, the 
Blackjacks are in trouble. Therefore, the Blackjacks fear cards 
that weaken BJ’s gunfighting ability, like Pistol Whip and Out 
of Ammo. The mere sight of Hangin’ Judge Gabriel makes B) 
crap his chaps. 

THEY’RE DANGEROUS BECAUSE: They know their 


way around a shootin’ iron like no one else. 


THE 
COLLEGIUM 


EPISODES: 1 & 2 
BACKGROUND: If our history was Weird West history, 
you'd see the name Oswald Hardinger in textbooks next to 
names like Marie Curie and Thomas Edison. As the founder 
of the Distinguished Collegium of Interspatial Physics, Oswald’s 
one of the foremost experts on the mechanical and chemical 
properties of ghost rock. The 
Collegium is a research facil- 
ity and the testing ground 
for all those ray guns and 
rocket packs the scientists 
develop. Maybe someday, 
they'll even figure out what 
it is about ghost rock that 
makes so many of the sci- 
entists go crazy. 
STRATEGY: Let technol- 
n ogy win the game for you. 
of your opponent hands. ; 
| ty powers of prognostication preaict #) |he Collegium has easy 
MS wedding Dells for Wyatt Earp atiialal aCCeSS to gadgets. And 
eae vied © | since each gadget with a 
ea y difficulty greater than 4 


Mad Scientist:1 ° 
Woon: Look at one random card in 
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earns you a CP, get as many of these as quickly as you can. 
But don’t ignore the non-CP generating gadgets like Prof. 
Parnham’s Miracle Elixir or the Bullet-Proof Vest, as they can 
keep your high-influence dudes in the game long enough for 
you to win. Make money by playing low-cost strikes as well 
as loading up on Founder’s Day events. Prof. Susan Franklin 
should always be a starting character. If possible, sell your 
unplayed goods at Perry’s Pawnshop and reduce the cost of 
any goods you're bringing into play with Sam’s General Store 
and the Scrapyard. 

KEY CARDS: Difficulty 5+ gadgets—items like the 
Dynamite Launcher, Ray Gun, Rocket Pack, Flamethrower 


. and Holy Wheel Gun. Bob’s Fix-it Shop so you can protect and 


recycle your gadgets, and Snake Eyes to make sure you get 
the gadgets when you need them. 

DRAWBACKS: Low initial ghost rock and low ghost rock 
production. Weakest gunfighters. 


THEY’RE DANGEROUS BECAUSE: They can win with- 
out ever leaving home. 


LAW DOGS 


EPISODES: 1 & 2 
BACKGROUND: Every town, no matter how rough and 
tumble, needs a few tinstars to keep the place from breaking 
down completely. That’s the 
job of a buncha concerned 
citizens and the authorities 
with jurisdiction ‘round 
Gomorra known as the “Law 4 
Dogs.” They’re led by Sher- 
iff J.P. Coleman, a former 
ghost rock miner who took 
up law enforcement as a 
hobby... He was looking for 


something less dangerous paleaiene ose tT 
at 8 / ,OPpos! se home, booted. We: 
than mining. | “loses gona bulotspinimum.er0) and 7 
A a Ss yar un 
STRATEGY: To bring the ; 


full weight of the law to 
bear, you need to make 
dudes wanted. The easiest 
way is by issuing a Warrant, 
although Framed works if you have more money than influ- 
ence, Once the varmints are wanted, you can off ‘em with 
Lynch Mob, Clean up this Town or have Judge Henry Warwick 
gather a posse. To stop yourself from losing the game early 
and to help in your lynching attempts, recruit as many dudes 
as is practical. When cleanin’/lynchin’, concentrate on the 
dudes with two or more influence as they’re worth victory 
points, and killin’ them lowers the CP you need to win. Once 
you've sent a few high influence outlaws to Boot Hill, play- 
ing a high-CP deed like The Courthouse or Town Hall is usually 
enough for the law to carry the day. 

KEY CARDS: Warrant or Framed to make ‘em wanted and 
Lynch Mob or Clean up this Town to send ‘em to Boot Hill. Full 
Moon is also particularly good since it has a value of 5 just like 
Warrant, and even if the dude you take control of lives out the 
day, you can usually make him perform an action that results 
in him becoming wanted. The Jail and Courthouse deeds should 
be a able to generate all the CPs you need. 
DRAWBACKS: Low initial ghost rock production. Most 
good gunfighters are expensive and have upkeep. Future 
rules changes may allow weapon modifiers to be included in 


‘as wot semay pecan | 


defending total, drastically lower- 
ing effectiveness of Lynch Mob, 
THEY’RE DANGEROUS BECAUSE: 
The long arm of the law can reach you 
anywhere and at anytime. 


SWEETROCK 
MINING CO. 


EPISODE: 3 
HISTORY: If the acrid smell of ghost rock is in 
air, the sweet scent of old money is soon to follow, 
courtesy of the Sweetrock Mining Company of Pitts: 
burgh, Pennsylvania. Howard Findley, the CEO 
Sweetrock, took the first stagecoach he could out 
Gomorra and set about acquiring as much of the to’ t 
and the mining rights as he could. The mayor's in 
pocket, as are many of the local businesses, and he’s nol 
about to let anyone stand in his way. 
STRATEGY: Everything comes to a Sweetrock player WAO 
waits. You produce five rock per turn and will usually win lowe 
ball as well. This kind of cash can buy you a lot of influence in” 


Gomorra. Not that you need it, since you have the highest ; - How Sweetrock it is... 

influence dude in town, Howard Findley. High influence will + ¢ This deck follows the Sweetrock strategy out- 
assure that you don’t lose the game early while you're building lined in this article. It uses high-influence 
up your rock reserve. Once you have a ghost rock stockpile, just dudes to keep itself in the game and saves ghost 


wait for the right moment to strike. Play as many strikes that produce 
five or more rock as possible, especially the big boys like Dragon’s Nest 
and Smiley's Shaft, and chances are, you can win without violence. 
Don’t worry about others temporarily squatting on your deeds. Once 
there are enough CP deeds out to win, nwrres 

: aa 


REG. ~~. 
send your Sweetrockers out to pick a s 

fight if need be. As soon as fii of 3 MORTIMER JONES 
them no good tinhorns accepts, use Lee N UF a 
Jim MacNeil’s special ability to put Aa 

your best gun forward. 

KEY CARDS: High influence dudes 
like Howard Findley. Utility dudes like 
Mick Caples and Jim MacNeil. Strikes 
that produce five or more ghost rock, 4 
the more CP the better. Cards that Bit costs s1eas ghost rock to bing Joned 


ql to f " ithe Rail stat 
allow you to gunfight on favorable J} Reaction: sabt Jones tsencnics oy 2 


rock until it can play the big CP strikes. Once the 
characters and deeds have been filtered out of the 
deck, it doesn’t shy away from shootouts. For poker, 
only three cards are not 2 through 6, making 
always legal straights likely. And straight 
flushes—always deadly—possible. 


DUDES EVENTS 


GOODS 


ACTIONS 


terms like Pistol Whip, Ignore ‘im and i Sours apocrts being inoue 

Crack Shot. Be 2 Katies Days west oo By entiins, 
Im stire ag hell gai 

DRAWBACKS: If the money toplay engineer.’ 


doesn’t flow, Sweetrock doesn’t go, 
making it vulnerable to ghost rock denial 

decks that Claim Jump, Haunt and Cave-In their mines. Also, the wide 
range of cards required to make Sweetrock hum limits poker strategy. 
THEY’RE DANGEROUS BECAUSE: Money talks, and the Sweet- 


rockers are practically printing it. 


WHATELEY FAMILY ESTATE 


EPISODE: 4 

HISTORY: An ancient, corrupt family from back East with access to 
immense power? Must be the esteemed Whateley clan, an intentional 
nod to H.P. Lovecraft’s sorcerous Wilbur Whateley. The members of this 
outfit, led by the ancient matriarch Wilhelmina Whateley, claim they've 


SPECIAL 
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DEADLANDS 


As cool as Doomtownis, the setting in the CCG just scratches the surface. 
For the whole story, you've got to go to the source—Pinnacle Entertain- 
ment’s Deadlands roleplaying game. In it, you can play out your own 
adventures in the Weird West, facing down the evil Reckoners—other- 


worldly beings that feed on fear— before they become unstoppable. 

To get started, you'll need the Deadlands core rules and The Quick 
and the Dead, which is the player's guide and setting book. Those two 
will give you enough to begin a campaign; if you're looking for starting 
adventures, the Marshal Law game master’ s package includes really good 
ones. The Book o’ The Dead works for any campaign that deals with the 
Harrowed, but save books like Smith & Robards, Hucksters & Hexes, Law 
Dogs, Fire & Brimstone, Ghost Dancers and The Great Maze and City of 
Gloom boxed sets for later. If you've got a hankering for mad scientists, 
hucksters, preachers, shamans, sheriffs or even pirates, you should pick 
them up, but they're not necessary. 


come west in search of a 
fresh start, but rumor has 
it they’re waiting for 
something special to hap- 
pen. They seem especially 
interested in making sure 
the level of fear and super- 
natural activity in Gomorra 
stays sky high. 
STRATEGY: Hexes are 
the Whateley’s stock-in- 
trade. There’s no reason 
to play this outfit unless 
you're intent on using the 
black arts to win the 
game. And there’are sor- 
ceries for every purpose: 
acing dudes from a distance, booting dudes before they can 
act, lowering dudes’ influence at key times... You name it. 
When and if it ever comes to gunplay, the Whateley’s have 
hexes that boost their bullet rating or lower that of their oppo- 
nents. And for those big brawls where a little meddling magic 
isn’t enough, they can always summon a full-blown abomi- 
nation like the Unknown Hooded Figure, who looks 
suspiciously like the Grim Reaper. 

KEY CARDS: Powerful Hucksters like Basil and Wilhelmina 
Whateley with hexes like Mind Twist and Soul Blast. Lord 
Grimely’s Manor allows you to have your dudes doing valuable 
work, while you sit around hoarding your control points. Of 
course, a Pembroke’s Analysis of Hoyle should be in every deck. 
DRAWBACKS: Slow starters with no easy access to ghost 
rock. Hexes require high pulls for maximum success, but hex 
cards are low values, making deck construction an exercise in 
compromises. And there’s that nasty little card called Mani- 
tou’s Revenge, which can ace a huckster who fails while trying 
to cast a spell. 

THEY’RE DANGEROUS BECAUSE: You can kill ‘em, 
but that don’t necessarily stop ‘em. 


Huckster:2 
Noon: Boot Nicodemus when he is in 
the same iocation as an Abomination. 
You control the Abomination until 


after nightfall. 
‘Little boys shouldn't play with cards— 
” especially after the sun 
goes down.” 
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SIOUX UNION 


EPISODE: 5 
BACKGROUND: Joseph Eyes-Like-Rain had a vision—signs 
of impending doom and a 
horror that only he could 
prevent. He gathered his 
belongings, left the Dakota 
Territories and headed 
west in the hope of pre- 
venting disaster. Along the 
way, he gathered follow- 
ers from all the local tribes: 
Cherokees, Utes, Coyotes 
and so on. By the time 
they reached Gomorra, 
they had become a tribe 
all their own. To honor 
their leader, they took the 
name of their union from 
his tribe. 

STRATEGY: The Sioux are the thinkin’ man’s outfit. Since 
they can retrieve cards from both their deck and discarded 
draw hands, these Indians can set themselves up for victory 
better than any other gang. To be a successful Sioux, you'll 
need to include a wide range of Sioux dudes and spirits and 
know what their abilities are. Exactly how you want to win is 
wide open, since the Sioux are savage fighters, can produce 
ghost rock without deeds and can use spirit magic. There are 
many paths to victory, just make sure you choose one before 
starting and stick to it. 

KEY CARDS: Joseph’s card retrieving ability makes the 
Sioux sing and John Bloody Knife keeps Joe safe. Since you can 
retrieve spirit magic at will, stock up on cards like Lightning 
Strike, Medicine and Strength of the Bear. You can’t go wrong 
with a few Bow and Arrow cards either. 

DRAWBACKS: Spirit magic generally doesn’t affect your 
most important enemies—those with high value and influence. 
THEY’RE DANGEROUS BECAUSE: The Great Spirit 
can accomplish anything, and the Sioux have a direct line 
to him. 


THE 
MAZE RATS 


EPISODE: 6 9 
BACKGROUND: In 

1872, amalevolent shaman | 
named Raven called out to 
the earth spirits in Califor- 
nia, causing a giant 
earthquake. It fractured the 
territory into a network of 
islands and exposed giant 
seams of gold, silver and 
ghost rock. The labyrinth of 
waterways and cliffs became 
known as the Great Maze, 
and the riches attracted the 


| = JOSEPH EYES-LIKE-RAIN 


Reaction: Soot Joseph when you have | 
just discarded 4 Draw Hand Take any on@) 
ecard from the Draw Hand and place it in 
your Play Hand Discard a cardif you have 
more cards than your maximum hand size 
Man's had 4 vision and sees 
dark times a-comin’ fer 
this town. ~CL 


ia posse with O'Malley wins a rotind 4 
of a Shootout, the opposing posse must: 
ace One additional dude. 
“Took hig hand off, did ya laddie? 
Weil, throw it in the stew. weil have 
it fer supper” 


attention of hordes of miners and pirates, who sail up and 
down the newly created canyons of the Maze. One such 
band, led by the wily Captain Sim-Yut-San, pilot an armored 
warship called the Typhoon. And the Rats aren‘t above 
shanghai’ing a miner or two along the way. 
STRATEGY: Since your home is adjacent to all strikes 
and you can take over other folk’s mines at gunpoint, 
the Maze Rats should be able to own every worthwhile 
‘Strike that’s played. Don’t bother with in-town deeds; 
you only care about mines. Since many mines are 
valuable real estate, there may come a time when 
ou have to fight for one, but with dudes like 
nnegan O’Malley and monsters like the 4-Stud 
yonshee, you fear no one. 
KEY CARDS: Big CP strikes and goods that 
ncrease the Rats’ bullet rating should be all you 
need. One of the new actions every Rat player will 
want, however, is Night Haunt: Pull greater than a 
ude’s value during nightfall to ace any non-Terror, 
on-Reverend, non-Flock dude at an out-of-town 
cation. But the real key cards in Episode Six aren’t 
rectly related to the Maze Rats. There’s an event 
that makes all wanted dues in play unwanted and 
ces |.P. Coleman in the process. Another event, Elec- 
tion Day, allows everyone to use their influence as well 
as ghost rock to elect one character mayor. The newly 
elected mayor gains a CP and an extra influence until the 
next election. 

DRAWBACKS: | owest initial starting ghost rock. Out- 
fit ability fairly useless against opponents who don’t rely 

on strikes. 
THEY’RE DANGEROUS BECAUSE: {fit ain't 
nailed down—actually, even if it is—these pirates 

will claim it before the ink dries on your deed. 


These are the major outfits in Doomtown 
through September, but they‘re not the 
only ones on the horizon. Riding in 
this October is the first of two arms 
of federal law-enforcement: 
the legendary Texas Rangers. 
They’re followed by the 
mysterious organization known 
as the Agency, due in 
November. The last outfit is 
scheduled for a December 
release and will introduce 
Elijah, a fire-and-brimstone 
preacher, and his “Flock.” 
If you haven't already 
greased your spurs and 
armed yourself with a deck, 
no reason to wait any longer. 
Pick your outfit, saddle up and 
head on out to Gomorra to 
rustle some feathers. Who 
knows? Maybe you can be that 
upstart whipper-snapper who 
takes the town by storm. rv) 


Jason Schneiderman and the InQuest staff support 
bacteria; it's the only culture some people have, 


MORE 
WAYS TO 


OKIN A CAT 


Poker’s been part of the American 
been for over 100 years. So, 
naturally, dozens of variants exist. 
Most involve gambling to work 
tat but here are five you can 
use to liven up your Doomtown 
shootouts, 


© Anaconda a.k.a. “Pass the Trash.” After 
you've taken your draw bonuses—but 
before you discard down to five cards if 
you've got stud bonuses—exchange three 
cards with your opponent. Then, if you've 
got more than five cards, discard down to 
five and reveal your draw hand. After 
resolving the shootout, place the exchanged 
cards in the owner's discard pile. 

e Antiwild. Each player in a shootout deals 
one card face down to the center of the 
table. After players have drawn but before 
draw hands are revealed, flip over your 
face-down card and discard all cards in your 
draw hand with a matching rank. If this dis- 
cards all of your cards, your hand rank is 
considered the lowest possible hand. 

© Auction. In addition to their normal draw 
hands, the two main players in a shootout 
deal two cards face-up to the center of the 
table. After you take your draws but before 
you discard down to five cards, you may 
bid ghost rock to pick up a card from the 
center of the table and add it to your hand. 
The dealer chooses in which order cards are 
bid on and starts the bidding. If there is no 
bid on a card, it’s placed in the owner's dis- 
card pile. 

© Follow the Jokers. Resolve hands as normal 
but for each Joker your opponent uses in his 
draw hand, you make a pull. The card you 
pull becomes a wild card for you only. 

Jacks to Open, Trips to Win. In order to 
draw any additional cards in a shootout, a 
player must show a pair of jacks or better 
in his original hand. If neither player can, 
the shootout ends; jobs are considered to 
have failed. If a player shows a pair of jacks 
or better and draws, he must end with at 
least Three of a Kind to win. Otherwise the 
shootout ends with no dudes aced and jobs 
considered unsuccessful. 
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Dominaria” feature covered what it might be like if Magicv 


incorporated into AD&D. Now, we're going tl e ot 
‘round: What if your favorite AD&D creatures, legend 
items and spells became Magic cards? © 


Heck, we always wanted to play a 


By the InQuest staff 
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Beholder 
There’s something about a creature with lots of tentacles and eyes 
that gives us the willies—and keeps us coming back for more. 
The beholder, or “eye tyrant,” appears as a large, hovering orb 
dominated by a large central eye, a wide, toothy mouth and 10 
smaller eyes on stalks. There are more than 20 different varieties— 
called “beholder-kin”—which possess such abilities as 
bloodsucking tentacles, water-breathing, magical energy drain, 
planar travel and “undeadness.” 

Among the nastiest monsters in AD&D, the beholder’s tough 
armor class, high hit points and multiple weapons rank it as the 


i i j i ; } Flying, 
baddest floating head in the business. Sure, it defies the laws of Oe oe: > tascer creature comet be placed Ga bs 
physics, but who cares, when a beholder can zap you with any black and artitact creatures until end of turn, 


| 44,9: Untap target artifact and take control of it 
| until end of turn 
| @*, >; Tap target creature. 
b} #¢,%; Beholder deals damage equal to its power 
. | divided any way you choose among any number of 
oa target creatures, 
4 **,o: Destroy target enchantment. 


of 11 different magic rays: fear, telekinesis, charm, disintegration, 
anti-magic, etc. Facing firepower like that, heroes seldom have 
a prayer one-on-one against this badboy. 


OR 


he 
; Ed Beard Jr 
Gelatinous Cube tacagoaetoep: ts 


Gelatinous Cube 


Frequently employed by powerful mages as dungeon “janitors,” these 
scavengers are ideal for cleaning living or dead material from the floors 
and walls of underground passageways. Though non-organic items 
are indigestible to a gelatinous cube—bits and pieces of treasure 
and equipment are frequently seen “floating” inside of them—living 
opponents touched by the cube can be anesthetized for up to 20 
minutes. Once a victim is paralyzed, the cube surrounds its prey and 
releases corrosive fluids which can digest the average adventurer in 
under eight minutes. 

Summon Ooze . . 

Though slow-moving, gelatinous cubes are no pushovers. Cold has only a 
Gelatinous Cube cannot be the target of spells or abilities: RAN ; fr ivan bh 
During your upkeep, flip a coin. If the flip is tails, you minimal effect on these creatures, while they’re flat-out invulnerable to elec- 


"must choose a target artifact or creature you control, If ici i nd sl 
the flip is heads, your opponent must choose a target tricity, paralyzation, polymorph and sleep-based attacks. 


_artifact or creature he or she controls. The chosen What happens if you’re caught inside one of these things? Grab 
pak hee aiehioe cc oatoniaphnent beac those torches. You just might burn your way out before your face 


artifacts are placed off to the side this turn, : : ; 5 
Gelatinous Cube must attack If possible. melts like a “Raiders of the Lost Ark” special effect... but we don’t like 
your chances. 


If Gelatinous Cube leaves play, all cards placed off to the 
side return to play. tapped under their owner's. control, 


lus. Allen G. Douglas 
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Mind Flayer 


Mind Flayer 
As the name implies, mind flayers are carnivores which feed on 
the brains of others. Capable of leveling whole crowds with a 
devastating mind blast, mind flayers, otherwise known as 
illithids, enslave inferior races and use them as servants until such 
a time as their hunger needs satiating. In combat, an illithid 
fights with the four octopus-like tentacles about its mouth; 
once all its tentacles have attached to a victim’s skull, it can 


extract and devour the brain in under a minute. Summon Illithid 
All mind flayers detest the sunlight and live in underground : Gain control of target creature with casting 
y g ra 

cities of 200 to 2,000. At the center of these cities lie the illithid cost less than! four. While you control target 

3 : 3 ‘ x 5 creature, it loses all special abilities. Each Mind 
elder-brains, pools of briny fluid which hold the sentient brains Flayer may control a number of target creatures 
of the cities’ dead mind flayers. In a state beyond death, the equal to the number of Mind Flayers in play. 

- . wae ote . ®: Sacrifice a creature controlled by Mind 
elder-brains still rule the cities through a telepathic link which Paver tladd an amporinuoiediod aina 
commands all illithids and warns them off any approaching equal to its casting cost to your mana pool. 


Magic: The Gathering is a registered trademark of Wizards of the Coast. AD&D™ & © TSR 


danger, making their lairs virtually impregnable. 


Illus, Kelley Simms 
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_ Looking into Goliege: 
| Look into the 
Junior Super Series, 
and you could be 
pulling down 
hig buchs 
| justfor playing 
the game 

you love. 


To qualify, play in 
the Central Division 
Championship. 
September 26-27, 1998 
1999 Ramada Congress Hotel, 
papi: The Gathering” Chicago, IL 
Super Series Ghampionship 
You could win an invitation and 
a trip for two to the $250,000 
9. 1999 Super Series Championship. 


in scholarship prizes 


KDcL Must be 17 and under to play. Gall (206)-624-0933 for details or visit <www.wizards.com/JSS>. Wiiai ds 
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Elminster 

The most powerful mage in all of the Forgotten Realms started out 
as a thief. Nearly 1,200 years old, Elminster was also a fighter and 
a priestess (don’t ask!) before the Goddess of All Magic, Mystra, 
imbued him with great magical knowledge. As a Chosen of 
Mystra, Elminster rose quickly through the wizardly ranks to become 
a 29th-leveil mage. He now commands virtually all the spells of the 
land due in large part to his photographic memory. Though Elmin- 
ster generally disdains conjuration,and summoning spells, he has 
access to a vast arcane arsenal no matter the situation, from magic 
missile to meteor swarm, with a few of his home-brewed ones thrown 
in to boot. Whether Elminster is battling gods for the sake of the 
Realms or playing the mysterious storyteller in his Shadowdale 
tower, he champions the forces of good wherever his attention 
may fall. 


Lolth 


@: Choose target spell in your hand 
and cast that spell using only mana 
from your opponent'’s lands. Your 
opponent may not respond to this 
ability with any fast effects. You may 
only play this ability when it is legal to 
cast target spell. 


its, Kelley Simms 
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Summon Legend 


All spiders gain +1/+1. If Lolth damages 
any player, he or she gets 2 poison 
counters. If a spider damages any 
player, he or she gets 1 poison counter. 
If any player has 10 or more poison 
counters, he or she loses the game. 


An elemental force of darkness and evil, Lolth, the Queen of the 
Demonweb Pits, has always ruled her dark-elf minions, the drow. 
When not aiding the drow in their conquest of the Underdark and 
their goal of eradicating the surface elves, Lolth schemes from her 
vast web-complex in the outer-planar Abyss hatching plots to feast 
upon other realms. 

Able to alter her form at will between that of a beautiful drow 
and a huge spider, the drow’s principle deity is a hellish opponent 
in combat, though Lolth usually chooses others to do her fighting 
for her. Forced into a confrontation, Lolth can draw upon many 
weapons: a deadly bite which kills victims almost instantaneously, high- 
level spells, her poison-coated web strands which can be jettisoned 
up to 30 feet away and the innate ability to summon hordes of giants 
spiders to her defense. 


Dr. Rudolph van Richten 


Van Richten is the premier monster-hunter of Ravenloft. With his 
greatest weapon, his peerless intellect, he studies the realm’s super- 
natural creatures to better exploit their weaknesses wherever he 
encounters them. Once a healer in the city of Rivalis, the doctor’s 
obsession was born one night when a gypsy tribe came to his heal- 
ing shop with a gravely injured comrade. Van Richten could not 
help them and, fearing their power, offered them anything in return 
for his life. They took his son and, shortly thereafter, sold the boy 
to a vampire lord, Baron Metus. Van Richten recovered his son...but 
too late; he had already been afflicted with vampirism. His child 
begged to be released from an eternity of suffering, so the heart- 
broken Van Richten slew him...only to gain Baron Metus’ enmity. 
As revenge, the Baron destroyed the remnants of the doctor's nor- 
mal life by killing his wife. Van Richten was never the same and 
vowed to protect the world from the monsters that haunt the 
dreams of mortal men. 


Susiinon Legend 
When Van Richten comes into play, choose a 
creature type. Whenever a creature of the 
chosen type blocks or is blocked by a creature 
you control, it is destroyed. 
®: Van Richten deals 1 damage to target 
creature of the chosen type. 
®: Choose a new creature type to replace the 


~ . previous one. 


Ulus. Bel Becirel fe 
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We have o ov ve 000 items in-stock & a secure online ordering system that makes 
fi nding & buying what you want simple, and our inventory is updated every 24 hours. 


Paul & Judy's Coins & Cards 


P.O. Box 409 Dept. INQ, 

Arthur , IL 61911 

(217) 548-3366 8-6 M- F, 8-3 Sat. 

24 Hr. FAX: (800) 500-3117 (U.S. Only) 
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Now in stock! — 
Call for best price. 
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Online Ordering! 
Inventory Updated every 24hrs 
http://www.pjce.com 


Send me a FREE catalog: 


__ Collectible Card Games Catalog (Including Magic:The Gathering) 


48 Pg Trading Cards Catalog egg Fantasy Art, Entertainment, 
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Name: 
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Judy's Coins & Cards 
P.O. Box 409 Dept. INQ 
Arthur, IL 61911 


Lt. Gen. Robert Johnston, USMC Ret., 
Chief of Staff of Operation Desert 
Storm, is fighting mad. He's joined 
MDA's battle to save lives. The gener- 
al knows the enemy -— life-threatening 
diseases that attack and eventually kill 
children and adults. 


Join the general. Volunteer to help 
MDA. Call your local MDA office or 
1-800-FIGHTMD. You'll help win the 
war against neuromuscular diseases. 
Nie 

Muscular Dystrophy Association 
www.mdausa.org 


Deck of Many Things 


The ultimate “help me, hurt me” magic item, the Deck of Many 
Things appears as a harmless set of 22 oversized thin plaques with 
glyphs magically inscribed upon them. The moment someone draws 
forth a card from the pack, the Deck of Many Things immediately 
bestows a blessing or a curse. Draw the Moon card and gain one to 
four wishes; choose the Void card and your soul is imprisoned for- 
ever. Select the Comet card and be presented with a challenge: 
Defeat the next monster you face single-handedly and gain one 
experience level; pick the Flames card and earn the hatred of a pow- 
erful patron devil. Draw forth the Key card and unimaginable treasure 
is yours; reveal the Skull card and battle Death himself to stay alive. 
Many have used the cards to acquire more reward than a lifetime 
of adventuring; just as many have never been heard from again. 


hand of Vecna 


Loy 


If you do not sacrifice a creature when Hand of 
Vecna comes into play, you lose the game. 

During your upkeep, lose 1 life and place a counter 
on Hand of Vecna. All creatures with toughness 
egual to or less than the number of counters on 
Hand of Vecna are buried. 

At the end of your upkeep, if there are no 
creatures in play, remove all counters from 
Hand of Vecna. 


Beard Jr. 
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Staff of the Magi 


With a full array of offensive and defensive spellcasting abilities, the 
Staff of the Magi is a wizard’s most coveted magic item. Although 
it’s been rumored to grant elemental control, planar travel and 
telekinesis to its wielder, the Staff of the Magi boasts an arsenal of 
combat spells, including lightning bolt, fireball and ice storm. Unfor- 
tunately, all these neat spells cost a magical charge to perform; 
should the Staff's total reach zero, it can no longer be recharged 
and it’s only good for kindling. However, the Staff’s defensive capa- 
bilities help out here. If the wielder is skilled enough in combat, the 
Staff can be recharged by absorbing spells cast at him, preventing 
harm and juicing up the ol’ stick. And should the wielder get into a 
seemingly hopeless bind, there’s always a “retributive strike”—a 
breaking of the staff which obliterates all those foolhardy enough to 
fall within range of the resulting blast. 


Hand of Vecna 


The arch-lich Vecna may have been slain, but his evil lives on in the 
body parts magically imbued with his essence. The most powerful of 
these is the Hand of Vecna, a blackened and shriveled left hand which, 
if pressed against the stump of a forearm, grafts itself to the wearer’s 
skin and gives him monstrous strength. 

The Hand's powers are vast and shrouded in myth. Each hand ges- 
ture by the wearer evokes a different ability: a curled finger might inflict 
body rot on a victim; an open palm may spread fear among a crowd; a 
clenched fist might deliver a mass death ray which destroys all living mat- 
ter within a mile of the Hand. However, the more power the wearer draws 
upon, the more Vecna’s evil essence will influence the wearer's nature. 
Eventually, even the most steadfast heart will succumb to the dark power 
of the Hand and become a disturbing reflection of the arch-lich himself. 


Deck of Many Things 
} 


3, ®: Shuffle your library and choose a color. 
Reveal the top card of your library. If the revealed 
card is of the chosen color, put it into play as if it 
had just been cast. Otherwise, the card goes to 
your graveyard and target opponent repeats the 
process, Continue until a card is put into play. If 
there is an X in the spell’s casting cost, X is equal 
to 0. Play this ability as a sorcery. 


Iilus. Kelley Simms 
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Staff of the Magi 
} ; 


i 


Place four counters on Staff of Magi when it comes into play. 
®: Remove two counters from staff to have it deal 3 
damage to target creature or player. 

: Remove two counters from staff and counter 
target spell. 

If there are ever more than four counters on Staff, it is 
destroyed and deals 10 damage to all creatures and players. 
Whenever you counter a spell targeting a player, 
place a charge counter on staff. This ability takes 
effect even if Staff is tapped. 


3, Douglas 
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Bigby’s Crushing Hand 
If you’re running around Greyhawk at all, you’re bound to hear 
about Bigby, one of the great wizards of that world. Bigby’s Battering 
Gauntlet, Bigby’s Dexterous Digits, Bigby’s Grasping Hand, Bigby’s 
Feeling Fingers... If it’s a spell that has to do with hands, chances are 
that the name of this mild-mannered, middle-aged mage has got 
something to do with its origins. Bigby’s most powerful spell, the 
Crushing Hand, creates a 5’ tall hand capable of restraining and 
constricting a creature weighing half a-ton. 

Surprisingly though, Bigby himself is not much of an adventurer, 
preferring instead to stay at home and devote himself to scholarly and 
eldrich studies. This may, of course, be due to the fact that the evil 
demigod luz and his followers seek to execute the wizard since he 
nearly slew the deity. Despite these conflicts in his past, however, 
Bigby’s nature remains the same: a cautious, quiet nit-picker, stead- 
fast in his beliefs and friendships, always maintaining his sense of humor. 


) When Delayed Blast Fireball is successfully 
Fe ) cast, put X delay counters on it, X can 
j be any number you choose. 
| During your upkeep, remove a delay 
counter from Delayed Blast Fireball. 
When there are no delay counters on it, 
| Delayed Blast Fireball deals X damage to 
all creatures and players. 


en G, Douglas 
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Wish 
If you could have any one wish, what would it be? And what price 
would you be willing to pay? If you cast a real wish spell—like 


those found in AD&D—it’s going to cost you five years of your life. 
Boom! Suddenly you're the oldest freshman in high school, jumping 
from 14 to 19 in a heartbeat. And you’re not terribly sure what 
you're going to get; precise wording makes all the difference in what 
you receive. Do you want those damn birds dead, the ones that 
always do their business on your car right after you've washed it? 
A wish just might move you through time to after they’ve died. 
You see, wishing is a powerful and tricky business. Which begs the 
question: What if you wish to be younger? Would you end up at 
your original age or would you end up five years older than the age 
you wished to be? ) 


The InQuest staff would gladly trade their decks of many things for 
a single gelatinous cube in the office. 


) Wish is cast. Wish acts as an exact copy of that 


| characteristics of the creature card. If you choose 


| represent the card. This token is affected by spells 


Delayed Blast Fireball 


A 10th-level wizard can throw a fireball more than 100 yards, the 
length of a football field. A fireball cast by that same magic-user 
will fill a space of roughly 33,000 cubic feet. Think about it. That’s 
around two cubic stories of flame, enough to swallow many single- 
family homes. Since you only need some bat dung and sulfur to pull 
this off, there’s not a lot to it. 

Advanced mages can delay their blasts up to five minutes by 
using a variation of the spell only available at higher levels. However, 
the wizard still must “point and shoot” the magical energy from 
his fingertips... and if it that energy comes into contact with some- 
thing—a mouse, a piece of paper, a Battle Cow—in between him 
and his target, the fireball detonates early, possibly leaving the 
magic-user himself in the blast radius. 


Lose 10 life: Choose any spell in Magic when 


spell, including color. If you choose a creature 
card, put a token into play with all of the 


an artifact or an enchantment, use a token to 


and abilities that affect the chosen card type. 
If there is an X in the spell’s casting cost, X can 
be any number up to S. 


Illus, Kelley Simms 
©1998 Wizards of the Coast,Ine 
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PRICE GUIDE INTRO 


CARDSTOCK 


Tracking trends in the card game market 


Raking off mortars from the fireworks display in Columbus, Ohio, city that hosted the Origins 
98 convention, | remain Lars, /nQuest price guide manager. In a market where players buy entire 
booster boxes after an expansion’s release and the singles market doesn’t really percolate until 
after weeks of play-testing, the tournament scene finally turned its enchanted head toward 
EXODUS. The U.S. Nationals in particular fleshed out a few oddities. 

One note: You may notice that some popular Exodus cards, like Null Brooch and Dominating 
Licid, have gone down in value. Why? Because they’re included in the Exodus preconstructed decks. 
Why pay $10 for one card when you can get it, and 59 others, for $8.95? To see which premiums 
are in which decks, check out page 32. Now, here’s a few cards to rubber-cement your eyes on: 

OATH OF DRUIDS: It was a complete dark horse card, until shrewd tourney players saw this 
rare as a chance to easily get bloodthirsty creatures onto the table. The moment your opponent 
plays a creature, you unleash Oath of Druids and keep drawing from your library until you come 
across a creature, which comes into play free. Oath of Druids took the U.S. Nationals like a 
firestorm, and it’s rocketed to become the number one card this month. 

NEGROLOGIA: Open a vein, get some tools. That’s what Necrologia does, when you pay X life to 
draw X cards—during your discard phase, that is. Necrologia is sometimes preferred over 
Necropetence because it uses the life-for-cards strategy all at once, should you wish. 

CATAGLYSM: With all the subtlety of Dolly Parton’s hooters, Cataclysm devastates the 
battlefield, allowing each player to keep only one artifact, creature, enchantment and land. Thing 
is, Cataclysm doesn’t affect your playing hand, so it works best if you sandbag, let your opponent 
overextend himself, then let Cataclysm rip through him. 

HATRED: You pay X life, then your target creature gets +X/+0 until the end of the turn. Mind 
you, this is the same type of mutual destruction that got Channel banned, but it works extremely 
well in a number of black decks. BABYLON 5 

MEMORY GRYSTAL: With this shiny baby, all buyback costs are reduced by two. Now, buyback Shadows expansion brightens Babylon 5's 
cards are preferred to non-buyback counterparts anyway, but this card makes things even rosier. day, enhancing Premiere Set cards and 

PANDEMONIUM: Oh, word, where do we start? With this raucous card, a creature comes into instigating demand for strong characters 
play and that creature’s controller can deal damage equal to that creature’s power to a target 
creature or player. So think: You can milk 18 points of damage out of Ball Lightning, assuming 
you use Fling after the attack. The possibilities with a Phyrexian Dreadnought, a 12/12 creature 
which makes a brief stop in play on its way to the graveyard, are unholy. 

That’s all for this month. Next issue, we'll delve into one of the best-kept secrets in the CG 
world: Promo cards, both those well and poorly promoted. See you then. 


PRICE CUIDE CONTRIBUTORS 


A &S Comics in North Bergen, NJ; Adventures in Comics & Games in Carmichael, CA; All About Books & Comics V in Tempe, 
AZ; All American Comics in St. Louis, MO; All Pro Sports in Newark, DE; American Comics & Cards in Chattanooga, TN; Augusta 
Comics & Cards in Carmel, IN; Austin Books in Austin, TX; Barry's Collectors Corner in Grand Forks, ND; Bob’s Hobbies in 
Springfield, MA; A Book Deal in Roswell, GA; Book & Music Exchange in Louisville, KY; Books, Comics & Things in Ft. Wayne, 
IN; Books Galore in Erie, PA; Brainstorm Comics in Frederick, MD; Brandywine in West Chester, PA; ieolney Comics in 
Valrico, Fl; Card & Comic Arcade in New York, NY; Card & Comic Empire in Huntzville, AL; The Card & Comic Shop in Port 
Lavaca, TX; Cards, Coins & Collectibles in Monroe, LA; Cards & Comics, Inc. in Twinsburg, OH; Castle Archon in Erie, PA; Castle 
Comics in Portsmouth, OH; Chimera Comics & Cards in Fond Du Lac, WI; Classic Comics in San Angelo, TX; Claude’s Comics in 
Hatboro, PL; Coastside Comics in Pacifica, CA; Collector’s Choice in Athens, TN; Collector's Lair in Lynchburg, VA; Collector's STAR WARS 

World in Anderson, IN; Comic City in San Diego, CA; Comic Cubicle in Williamsburg, VA; Comic Dreams in Manteca, CA; Comic A dark time for the CCG world’s number 
Dungeon in Riverside, CA; The Comic Shop in Fairbanks, AR; The Comic Shop in Garden City, KS; Comics on Parade in Santa two selling game as attention to Babylon 
| Barbara, CA; Comic Town in Reynoldsburg, OH; Comic World, Inc. in Stafford VA; Comics Warehouse in Albuquerque, NM; 5, Doomtown and others draws attention 
| Comics & Comix Inc. in Rocklin CA; Comics Inc. in Fayetteville, NC Comically Speaking in Maynard, MaA; DR Comics & MR from a Foree-saturated market. 
| Games in Oakland, CA; Daddy's Toys in McHenry, IL; Discount Hobby in Kalamazoo, MI; Dover Cards & Comics in Dover, NH; 
Dragon's Lair in Austin, TX; The Dragon's Lair in West Springfield, MA; Dreamscape Comics in Easton, PA; Dugout Sportscards 
in Corpus Christi, TX; Eagle Hill in Presque Isle, ME; Fantasy Factory in Dalton, GA; Fantasy Works Comics in Aurora, CO; 
Fantasy Zone Comics in North Kingstown, RI; Fiction Comics in Porterville, CA; Front Row in Severne Park, MD; Gallop’s Comics 
& Games in Statesboro, GA; Game-Alot in Santa Cruz, CA; Games, Crafts, Hobbies & Stuff in Overland, MO; Games Plus in 
Woodinville, WA; Gator Country Cards & Comics in Gainesville, FL; Golden Comics in Action, MA; Golden State in Sebastopol, 
CA; The Great Escape in Lovsvil, KY; Gridiron Comics & Games in Manchester, (T; Hansen's Hobbies in Wilmette, IL; Harvey's 
Sports and Comics in West Harvey, CT; Heroes and Fantasies in San Antonio, TX; High Five Sport Cards in Fremont, CA; Hobby 
Center in Hattiesburg, MS; Hobbytown USA in Las Vegas, NV; Home Field Inc. in Portland, OR; Jennings Collectibles in 
Huntsville, AL; Key's Games & Hobbies in Moline, IL; La Jolla Sportscards in La Jolla, CA; Legacy Comics & Cards in Colorado 
Springs, CO; Leisure Hours Hobbies in Joliet, IL; Lion & Unicorn in Hoover, AL; M&M Sports Cards and Comics in Cedar Rapids, 
IN; Meridian Cards & Comics in San Jose, CA; Mission Games in Mission, British Columbia, Canada; Nostalgia Ink in Jackson, 
Ml; Oak Leaf Comics in Cedar Falls, 1A; Odin's Cosmic Bookshelf in Lilburn, Ga. and Stone Mountain, GA; Outer Limits in Clifton, 
NJ; Paul & Judy’s in Arthur, IL; Paper Heroes in Killeen, TX; Pee Wee Comics in Canoga Park, CA; Premier Collectibles in 
Greenwood, IN; R & B Newsstand Co. in Bowling Green, OH; Sean’s Locker Room in Somerset, PA; Shahrazad Games in 
Lexington, KY; Shinder's in Minneapolis, MN; Sidelines in Dayton, TN; Slam Dunk in Oceans Springs, MS; S-N-S Collectibles in 
Loke Ridge, VA; Source Comics & Games in St. Paul, MN; Tabletop Game & Hobby in Lenexa, KS; Texas Game Co. in Allen, TX; 
The Time Tunnel in Statesville, NC; Thunderation Comics in Henderson, NV; Titan Games and Comics III in Smyma, GA; TJ's in 
Middletown, NY; Troll and Toad in Keavy, KY; WarGames & Fantasy in Metairie, LA; Who's on First in Westhaven, CT; Wizard 
World in Nanuet, NY; Yong & Dell's Sports Cards in Lacey, WA; The Zone in Louisville, KY 
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* Nightmare ..... .00 % Bronze Tablet 2.50 : @ Sengir Vampire . . 4.00 
# Norther Paladin. .. 8.00 © Carrion Ants 250 : O Serra Angel .. 6.00 
@ Obsionus Golem. 00 * Chooslace ... 1.50 : @ Shopeshitter .... .. 1.00 
@ Orcish Anillery .... . 1.00 O Circle of Protection: . 200 : %* Shivan Dragon .. . 15.00 
@ Orcish Oriflamme .... 00 x Clockwork Avion ..........0. 4.00 : @ Simulacum ... . 50 
# Personal Incarnation. 50 + Clockwork Beast .. .... 3.00 | @ Siten’s Call ... - 
@ Phontasmal Forces 00 tha 4.50 : % Sleight of Mind 3.00 
e gee: Monster .... . 1.00 z 4% Colossus of Sardi... 600: * a ey bes 
% Pirate Ship .... .. 4.00 = ¢° YRderground Sea Hi Atog ... : @ Control Magic... 00 : % Sorceress Queen . wd 
% Plateou ..... - 28.00: @ Uhden Tol ie : = Boland na 17.00 : % Coral Helm... 2.00 : O Spirit Link... . 3.0 
* Power Suge . 3.50 | se Verduran Enchantress .. 50 : @ Basalt Monolith ............ 2.50 : % Cosmic Horror 3.00 : * Stasis .... 40 
@ Psionic Blast. . 26.00 : 4 Vesuvan Doppelganger ...... 20.00 2 RARaOus A: eens weeceeee 17.00 | © Counterspell ......... ni LD. @ Strip Mine....... - 45 
%r Purelace 2.00 : + Veteran Bodyguard .........8.50 : % Birds of Paradise .... ~.8.00 ; % Crimson Manticore ......... 3.00 ; % Sunglasses of Ura ......... 3.0 
% Raging River 7.00 Volcanic Eruption ............3.50 ; % Bottle of Suleiman 250 : vx Cusode ........ se. 7.00 | O Swords to Plowshares ...... 1.5 
@ Red Word .... + 1.00 ye Volcanic Island. 20.00 : @ BrossMon.......... 1.00 : @ Cursed land .. 100 | % Sylvan library ....... --- 6.0 
@ Regrowth . 4.50? @ WollofAr .... OR) 2: GUNG eis caxesastee 6.00 : % Dancing Scimitar 3.00 : %* Tempest Efreet i tS 
O Resurecon -- 2.00 = @ Wall of Bone "750 = Contract From Below . 3.00 : % Deathlace ... % Teftaws ....... + 5.0 
ze Reverse Damage .- 5.50 } @ Wall of Brambles. “50 : @ Gumbl .......... 1.00 : % Dingus Egg... % Thoughtlace . vi el 
tr Righteousness ....... -- 5.00 } @ WollofFire .. “50: %& Dancing Scimitar 3.00 : x Distupting Scepter... % Timber Wolves... 3.0 
* Roc of Kher Ridges 10.00 : Wall of le... .. 50 : % Demonic Attomey . .. 3.00 = O Divine Transformation * Time Elemental --- 6.0) 
% Rock Hydra ..... - 12.00 : @ WallofStone . "50 = & Demonic Hordes .. 12.50 : % Dragon Engine... %* Titania's Song... a2), 
@ RodofRuin .... -- 1.00 = © Wall of Swords "125 = @ Demonic Tutor... 5.50 : @ Dragon Whelp .. % Tiiskelion ....... 4.0 
% Royal Assassin = @ Wall of Water ... . 50 : @ Desert Twister . 1.00 : %* Droin Power % Urza's Avenger ve. 2 
© Socifice ...  @ Wondetst 0.0.2.0... 50 : % Dragon Engine....... 2.00 : % Earthquake... © Uthdon Troll... == 00 
* Savannah H ? @ Dwarven Weaponsmith ...... 1.25: % Ebony Horse * Verduran Enchantress ......... 3. 
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% Volcanic a aay 3.00 i 


@ Wonderlust . 
* Warp Arifact 
* Web 


@ Whirling Dervish 

* WilHO’TheWisp .. 
%& Winds of Change .. 
@ Winter Blast ..... 
Re Winter Ofb:......,..2%0us1 de 5,00 


*& Xenic Poltergeist ............ 2.00 
x Tombie Master ............ 3.50 


FIFTH EDITION 
WIZARDS OF THE COAST: 1997 


Full Set (449 cards) 

Starter Deck (60 cards) 
Starter Box (12 decks) ... 
Booster Pack (15 cards). 
Booster Box (36 packs) ... 
COnnbnis os ..:.5.. <euetu weeds 10 


. 50 


O Abbey Gargoyles .. 
@ Abyssal Specter .. 
%* Adarkar Wastes .. 
@ Ather Storm 
@ Air Elemental... 
ve Akron Legionnaire 
% Aladdin's Ring 
* An-Hovva Constable 
O Angry Mob 

@ Animate Dead 
¥ Animate Wall 
% Ankh of Mishra .. 
@ Anti-Magic Aura .. 


O Mtenson’s Auta ............ 50 ; 
: @ Hydroblost 


@ Ashes to Ashes ............ 50 3 


@ Ashnod’s Altar .. wmso : 


* Aspect of Wolf .. 
@ Atog 
@ Azure Drake .. 
* Bad Moon 
* Ball Lightning . 
% Barl's Cage .. 
@ Binding Grasp 
* Birds of Paradise 
@ Block Knight... 
@ Blight 
ye Blinking Spirit 
@ Bog Wraith 

* Bottle of Suleiman .. 
* Bottomless Vault 
@ Breeding Pit ..... 
* Broken Visage 
% Brushlond........ 
ve Coribou Range 
@ Carrion Ants ... 
O Castle 


O CoP: Artifacts 


%* Clockwork Beast 
@ Clockwork Steed .. 
* Cockatrice 
% Colossus of Sardia .. 
@ Conquer ... 
% Coral Helm 
@ Crow Giont ... 

* Crimson Manticore .. 
% Crown of the Ages .. 
@ Crumble 
ve Crusade... 
@ Crystal Rod. 
@ Cursed Lond .. 
* Dance of Many ... 
* Dancing Scimitar 
@ Deathgrip 


* Deflection 9.00 
* Detelor ...... 3.50 
@ Desert Twister 50 
@ Detonate ..... 50 
@ Diabolic Machine... . 50 
* Dingus Egg ...... .3.00 


% Distupting Scepter ... 
O Divine Transformation 
% Dragon Engine ... 

* Drain Power ... 
O Dust to Dust 
@ Dwarven Catapult 
* Dwarven Hold... 
@ Dwarven Ruins .. 
* Eqrthquake 


 & Mona Clash ... 
: % Mono Flare... 
: x& Mana Vault... 
{ % Manabarbs ... 
i %& Meekstone ... 
: %& Millstone ...... 
: @ Mind Bomb .. 
: @ Mind Warp 
£ @ Mole Worms .. 
: %& Necropotence ... 
: & Nether Shadow ... 
2% Nevinyrral's Disk 
.5.00 ; % Nightmare 
@ Ebon Stronghold ............ 50 3 


% Elder Druid 
we Elkin Bottle .. 
@ Elven Riders 

* Elvish Archers 


@ Evil Eye of Orms-by-Gore ... 1. 


@ Evil Presence ............00. 50 
ve Eye foran Eye .. 3.00 
@ Fallen Angel .. .-1.50 
@ Feedback .. 50 


@ Feldon's Can 
@ Fellwar Stone ... 
*& Feroz's Ban .. iy 
@ Fire Droke..... tS 
@ Flame Spirit sé 

@ Floshfires 
* Flying Carpet... 
* Force of Nature .. 
PE Fomet:.....wtasoees 
J Fountain of Youth . 
*& Fungusour ..... 
@ Fyndhorn Elder .. 
* Game of Chaos 


@ Gloom 
%® Goblin King .. 
%* Goblin Warrens .. 
O Greater Realm 


@ Hovenwood Battleground ...1. 
* Hecotomb.............006 : 
%& Helm of Chatzuk ‘ 
*® Hive, The ........ 

* Hollow Trees ... 


o& Hurkyl's Recall .. 
@ Hurricone 


O Ication Phalanx 
%* Icotion Store ..... 
¥& Ication Town .. 
@ Ice Floe 
* Inferno 
® Infinite Hourglass 
@ Instill Energy ..... 
@ Iron Stor 
% Ironclaw Curse .. 
vx Island Sanctuary 
@ Ivory Cup 
O Wory Guardians .. 
% Jode Monolith .. 
% Jalum Tome 
% Jandor's Saddlebags 
%* Joyemdae Tome..... 
* Jester's Cap 

@ Johtull Wurm .. 
* Jokulhaups .. 
@ Joven's Tools... 


* Karpluson Forest 
@ Keldon Warlord .. 
@ Killer Bees 
O Kismet 

+ Kjeldoran Royal Guard .. 
O Kieldoran Skycaptain 
@ Knight of Stromgald.. 
@ Leshrac's Rite 
* Leviathan... 
* Lhurgoyf 
@ Library of Leng 
@ Lifeforce 
@ Lifetap 
%* Living Artifact 
% Living Lands ... 
oe Lord of Atlantis 
* Lord of the Pit 
@ lure 
% Magical Hack 
% Magus of the Unseen 


% Obelisk of Undoing ......... rf 00 


: @ Ruins of Trokair ........0... 1 
© Sacred Boon .. 

: #& Sand Silos 
 @ Sea Spirit ... 
; @ Seo Sprite... 
i @ Seasinger 
: @ Segovion Leviathan 
iH Sengir Autocrat ... 
: ve Seraph 
: % Serpent Generator 
: O Serra Bestiary 
: O Serra Paladin. 
2 @ Shapeshifter... 
: @ Shotterstorm 
i Shivan Dragon .... 
£ & Sibilant Spirit 
: @ Skull Cotapult 
= & Sleight of Mind 
3. He Smoke: wteaevve 
: % Sorceress Queen 
: @ Soul Net 
: O Spirit Link 


* Orcish Squatters........... “4.00 
vx Order of the Sacred Torch ...3.50 
D Order of the White Shield 1.00 


oe Ne re 3.00 
@ Omithopter ....... . 50 
* Pentagram of the Ages......4.00 


+ Personal Incarnation 
@ Phantasmal Forces. 
@ Phantom Monster 

% Pirate Ship 
@ Power Sink .. 
% Primal Clay .. 
* Primal Order ..... 
@ Primordial Ooze .. 
@ Pyroblast 
@ Pyrotechnics .. 
@ Rabid Wombat 
@ Radjon Spirit .. 


fe Righteousness . 
@ Rod of Ruin 


iow Stasis ..... 
: @ Stea 
£ @ Stone Giant .. 
+ @ Stone Spirit 
 % Stromgald Cabal. 
= %& Sulfurous Springs .. 
: @ Svyelunite Temple . 
= & Sylvan Library 
= @ Townos's Weaponry . 


: % Titania's Song .. 


+ O Wall of Swords .. 
: @ Wanderlust .. 
: te Warp Artifact... 
 @ Whirlin 
: O White Knight. 
: @ Wind Spirit 


i Wyluli Wolf 
5 ¥ Xenic Poltergeist 
£ % Lombie Master ... 
: o Lur's Weirding ... 


*® Stampede..............008 3.00 i 
4.50 


ARABIAN NIGHTS ‘*~~ 
WIZARDS OF THE COAST- 1993 

ull Set (78 cards) 
MBoster Pack (8 cards). 


Artifact .. 


© Aladdin's Lamp 


© @ Thicket Basilisk ee ae 
: @ Throne of Bone .. 50 ; @ AiBobo +. 5.00 
: @ Thrull Retainer .. : % Alifrom Coir ie 
tS Time Bomb : Q Amy ~ ae .. 6.00 
: [aa (ee } @ Bozoor of Baghdad . 18.00 
= & Time Elemental ... im Bird Maiden wih 


: Bottle of Suleiman 
 @ Bross Man ... 
: Q Comel 
: ® Cityina Bottle . 


te Truce 
@ Tsunami 
% Underground River 
@ Untomed Wilds .... 
% Urza's Avenger .. 
@ Urza's Bauble 
% Verduran Enchantress 
@ Wall of Air 


—r—) 


i WH Cuombajj Witches ... 


oos 


£ % Dancing Scimitor 
: jandan 
jesert ......... 
jesert Nomads 
Desert Twister ... 
iomond Valley . 
Drop of Honey 
bony Horse... 
HHoajigj 
lephant Graveyard . 
1g Roiders......... 
Erhnam Djinn... . 
Eye for an Eye 
ishliver Oil... . 
Flying Carpet 
Flying Men... 
Ghazban Ogre 
Giont Tortoise .. 
Guardian Beast. 
Hosran Ogress .. . 
Hurr Jackal 


jandor’s Ring 
jandor’s Saddlebags 
jeweled Bird 
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H uzam min os 

@ Khobal Ghoul... 
ve King Suleiman 
: Ml Kird Ape 
 @ Library of Alexandria 
 @ Magnetic Mountain... 
@ Merchant Ship... 
HH Metamorphosis 
+ ¥ Mijoe Djinn......... 
+ Q Moorish Cavalry 


= 
Sa 
ss 

ssssse 


* Old Man of the Sea . 
@ Oubliette 
Q) Piety 
* Pyramids .......... 
vr Repentant Blacksmith 
% Ring of Ma’tuf .... 
Wi Rukh Egg.......... 
@ Sondals of Abdallah 
@ Sandstorm ... 
a Serendib Djinn. 
: & Serendib Efreet . 
: @ Sindbod 
£ te Singing Tree... 
: Sorceress Queen. 
"7.50 WM Stone-Throwing Devils 
“> QQ : i Unstable Mutation. . 
+ Q WorElephont ... 


—w 
oo 


ie: 
sssssssese 


Dervish 


; hte 399 ; Mf WyliWolf .. .. 4.00 
i et al ~~ 3 & Ydwen Effeet.............4. 12.00 
i Winter Orb ...... H 

: @ Wolverine Pack .. 

: @ Wooden Sphere .. : ANTIQUITIES “¥ 

! @ Word of Blastin + WIZARDS OF THE COAST- 1994 

: : Full Set (100 cards) ........ $300.00 
H : Booster Pack (8 cards) ......... 22.00 
i H 

pS ieieies, The Booster Box (60 packs) ..... 950.00 


tc 1.00 


‘ Argivian Archaeologist. 
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WIZARDS OF THE COAST- 


Full Set (119 cards)... 
Booster Pack (8 cards) 


Booster Box (60 pOacks) : 


1994 


Unlisted Commons .......-.-..-.. 25 


@ Amnesia .. 
O Angry Mob... 
@ Apprentice Wizard. . 
WH Ashes to Ashes... 
Ball Lightning 
Banshee 
Barl’s Cage 
Blood Moon 
Blood of the Martyr 
one Flute ......... 
Book of Ross .... 
Brothers of Fire 
Cave People ..... 
City of Shadows .. 
Cleansing 
Coal Golem. 
Curse Artifact... 
Dance of Many 


+e Oe 


O 


Dork Sphere 
Diabolic Machine .. 
Eater of the Dead .. 


lome ...... 


Fosting........ 


Fire an 
Fire Drake . . 
Flood 


Goea’s Touch 
Goblin Wizard ..... 
Grave Robbers . . 
Hidden Path .. 
Ee 
Knights of Thorn 
eviathan 
Living Armor 
utker 
Mana Clash 
Mono Vortex ... 
Marsh Goblins. 
Martyr's Cry... 
Maze of Ith .... 
Merfolk Assassin 
Mind Bomb 
Miracle Worker 


Orc General 
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@ Runesword 
* Safe Hoven 


@ Scorwood Hag...... 
% Season of the Witch 
@ Sisters of the Flame . 
@ Skull of Orm 
% Sorrow’s Path ... 
@ Spitting Slug ... 
@ Standing Stones... 
* Stone Calendar 
@ Tangle Kelp 

O Tivodor’s Crusade . . . 
@ Tormod’s Crypt... 
@ Tower of Coireall ... 
*& Trocker....... : 
@ Unde lstvan ... 
@ Wondof lth ... 
@ Wor Barge ..... 
@ Woter Wurm... 
@ Whippoorwill... 
#e Witch Hunter 


Jjark Heart of the Wood 


rankenstein’s Monster 


Brimstone... 


* Worms of the Earth... 


% Wormwood Treefolk 


— 
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"FALLEN EMPIRES 7 
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3% Icotian Lieutenant .. 
+ O Icotion Phalanx .... 
: O Ication Priest 


oo 
* @e ed 


:@ Rang Party 
: %& Rainbow Vale .. 
3 * Ring of Renewal 
2 ae River Merfolk ... 
= @ Ruins of Trokoir 


= @ Soul Exchange 
+ x Spirit Shield... 
} @ Spore Flower .... 
: @ Svyelunite Priest 

: @ Svyelunite Temple... 
3 @ Thollid Devourer. 
: @ Thelon’s Chont .. 
: & Thelon’s Curse... 
$ @ Thelonite Druid .. 
= 4 Thelonite Monk ... 
$ & Thrull Champion ... 
$ @ Thnull Retainer .. 
: @ ThullWizod .. 
= @ Tidal Influence .. 
= @ Tourach’s Chant. 
: %& Touroch’s Gate 
2% Vodolion Knights . 


; @ Arcum’s Whistle......... oe) 


> Heroism 


WE Hymn to Tourach ........... 1.00 


Ication Skirmishers 
Ication Store 
Icotion Town 
Implements of Sacrifice 
Orcish Captain... 
Le 


: & Vodalion War Machine... ib 

i * Zelyon Sword .. Foneestie oss tia 2.00 = © Dance of the Dead y 
y i Ee Deflection ....... 11.00 
H + @ Demonic Consultation ae J) 
50 ICE AGE & 3 ye Despotic Scepter .... 4.00 
00: WIZARDS OF THE COAST. 195 = @ Diobolic Vision... 1 
50 Full Set (383 cards) ......... 245.00 = 4 Dread Wight. 3.00 
00 Starter Deck (60 cards) ! @ Dreams of the Dead 50 
00: Starter Box (10 decks) .... ! @ Diftof the Dead. 50 
00 : Booster Pack (15 cards)... = © Drought ; 50 
00 : Booster Box (36 packs) ......... ? te Dworven Amory ............ 3.50 
14 : Commons............3...5 spasite 15 i forthink ....... - 3.00 
50: @ Abyssol Specter ........... 150 | * api oe 
15: @ Adorkar Sentinel TD: x Fin Bottle 4.00 
2.00: Adarkar Wastes... 6.00 4 Enduring Renewal ~ 6.00 
- 5.00; a ‘Aegisof the Meek 3.00 = Energy Storm... 4.00 
4.00 : @ Aggression ...... 20 } urscenclVoitan 50 
4.00 = » Altor of Bone .... 3.00 | @qgiranatiga Fevers, 50 
: % Amulet of Quoz 1.50 oe Fiery Justice ..... 3.00 
4 pests Ski ee , a : © Fire Covenant . 1.00 
© cun’sWeaherone 50 Ramat sete 


i » Flooded Woodlands ......... 


3 x Flow of Maggots............ 
5% Forbidden Lore .. 


+++ O+ + ©8OGO> 


; WIZARDS OF THE COAST. 1994 © @ Avalanche -.50 | @ Fore Void... 50 
: Full Set (187 cards) ......... $50.00 : e Balduvian Conjurer 50 i@ Forgotten Lore - 50 
Booster Pack (B cords) .........1.00 £4 Bolduvion Hydra .. - 6.00: ¥ Formation ........ 2.00 
Booster Box (60 packs) ......... 45.00 ey gaton of Morale 20150: @ Freyalise Supplicant nts 
= Unlisted Commons... AS te Battle Gy... 50: @ Freyalise’s Charm ACD 
3 7 $ @ Binding Grosp ... .. 25 4  Fumorole 0.0. 550 
- * Aeolipile mesa cette eeeweeees 2.00 : O Block Scarab. ah: 2 Fyndhorn Bow . 50 
+ & Balm of Restoration 200 : & Blinking Spit © @ Fyndhomn Elder a) 
Bottomless Vault .. 35 = +e Blizzard. . 3.00 : %& Fyndhomn Pollen ... 2.50 
reading Pit - 200 | © Blue Scarab ..... -...50 $9 Game of Choos... 3.00 
Conch Hom + V5 se Brond of il Omen . 4.00: ¥% General Jarkeld ... 4.50 
eep Spawn. + 50} q@eyBreath of Dreams 50 = * Ghostly Flame ..... . 5.00 
eli’s Cone ... 480 = ye Brushlond ..... 6.00 : ° Giant Trap Door Spider S45 
Delis Cube .. -150 = ye CaltoAms ..... .. 4.00: @ Glocial Chasm 0. .. 50 
Derelor -.---..-0+- 3.0 : ¥ Coribou Range .. 4.00} % Glacial Crevasses 3.00 
raconion Cylix  .....-.-..-. 3.00 = Celestial Sword .. 00 = @ Glociol Wall oo... ee. 15 
Dwarven Amarer » 2.00 Centaur Archer JS = % Glaciers... 3.00 
woven Catapult =.= 50 Fe Choos Lond. 350 i x Goblin lyre . 3,00 
Dwarven Hold .... 3.00: Choos Moon ... -. 200} @ Goblin Mutont ..... . 1.00 
une —: a 4 = © Chromatic Amor . 3.50: @ Goblin Snowman .. 50 
eal 30); OrGold Snap... 50} oe Grovebind ........ 2.00 
Ebon Stronghold "190 : © Conquer... -1.00 = O Green Scarab. .. 50 
9 peal, % Crown of the Ages............ 5.50 : O Hallowed Ground... . 1.00 
Een lyte...... = 200 se Cuts of Marit loge ......... 4.00 = % Hollsof Mist 0.2.0.0... 3.00 
Ivish Former. . 3.00 3 
Forrel’s Mantle . .. 0 H 
carrelite Priest. a 
Feral Thallid ... 0 
ungal Bloom . . .00 
* Goblin Flotilla .. 00 
@ Goblin Kites ....... .. 50 
%* Goblin Warrens 4 
x Hand of Justice 5 


% Jester's Mask 


: O hustice........ 


= O Kjeldoran Elite Guard. . 
iS 


$y Kieldoran Knight 
= ¥ Kjeldoran Phalanx ......... 
= yy Kjeldoran Royal Guard ...... 
: @ Sk 


ie Knight of Stromgald z 
@ Krovikan Elementalist 


= & Mesmeric Trance... 
: @ MindWop .. 
? ¥& Mind Whip... 
$e Minion of Leshrac ..... 
? ¥ Minion of Tevesh Szat 
: @ Mole Worms... 
 ®© Monsoon . . 

+ © Mountain Titr 
: % Mudslide 
3 % Musician ... 
=e Mystic Might .. 
: @ Nocre Talisman . 
3% Noked Singular 
: @ Noture’s 
: & Necropotence 
We Oath of Lim-Dol 
$ @ OnyxTolismon .... 
 @ Orcish Connoneers . 


3% Orcish Librarian 
= ¥& Orcish Squatters ... 
2 ¥ Order of the Sacred T 
+ O Order of the White Shield 


erin 
: Polak Kroken 


: @ Pyroclasm 
: ® Reality Twist 
: © Reclamation 


2 ¥ River Delta 
me Runed Arch. 


: A Spoils of War .. 


@ Johtull Wurm 


Krovikan Vampire. . 


@ Moddening Wind. 
%* Mogus of the Unseen . . 


w Mercenaries 
© Merieke Ri Berit 


2 ye Hecatomb ...... cece 6.00 = 4 Sibilant Spict 
ee ee 
: O Hipporion ..... m0 > Skeleton Ship i 
ie —— “— = @ Skul Cotopult dS 
: lurricone Se : oy of Mind , 
@ tiyalopterous Lemure . 50 a ease : 
> Hymn of Rebith..... C50 | epstaaertnimdiocss 50 
ce Cauldron . $ @ Snow-Covered Forest .. . 50 
Ice Floe .....  @ Snow-Covered Island ..... . 50 
ie . Snow-Covered Mountain ...... .50 
Icequoke .... 30 = @ SnowCovered Plains ..... . 50 
Icy Manipulator UU = @ Snow-Covered Swamp .. . 50 
ly Prison... 4.00 = 4 Snowblind ......... re) 
llusionary Presence. . 3.00 = 4 SoldeviGolem ed 
Musionary Terrain ............ 50 = @ Soldevi Machinist ............. 50 
Illusions of Grandeur 4.00 = @ Soldevi Simulocrum:. . 50 
Infernal Darkness WS @ Soul Barrier ..... LD 
oie is rere il TESMORN 50 
; infinite Hourglass = te Spoils of Evil . 7 
© oe destr’s Cop... e mealh 


shat 9d1id 


£ W& Hell’s Coretoker ............ 55 3 ¥% Grandmother Sengir ......... 2.50 : % Library of laotNom............ 6.00 
= Hom of Deafening. . -250 | HOMELANDS © = @ Greater Werewolf ..... .. 50 $ @ Lim-Dal’s Paladin ... 1.50 
: O Ivory Guardians . 2-50 : WIZARDS OF THE COAST- 1995 =v Hazduhr the Abbot .. ..3.00 = © Lim-Ddl’s Voult...... 2.00 
: ¥% JolumTome ... ry ee, Full Set (140 cards)... : @ Headstone .... .. 50 = % Lodestone Bouble ... 5.00 
: % Jeweled Bird .. 1.0 Booster Pack (8 cards)... = %& Heort Wolf ..... ..2.25 + © Lord of Tresserhorn 7.00 
3 ih thon f.teadre aces: .00 = Booster Box (60 packs) . re  @ Ihson’s Shade .. 2.0 % Misfortune ......... sees 4.00 
* Juxtopose ... e300 2 Gintiiises. cl leat : Irini Sengir...... 1.00 = @ Mishra’s Groundbreaker 50 
7 id © Kei Takahashi .. .. 50 : ¥& Ironclaw Curse .. ..2.50 ¢ @ Misinformation............... 1.00 
price guide % lond's Edge ..........2.... .00 > Abbey Gargoyles +O forties, ...25 = @ Mystic Compass : 
$ © Marhault Elsdragon . ...25 | @ AtherStom ....... ; eee tee ae © Noture’s Blessing... 
i ® Nebuchadnezzar ............ 4.0 * AnHava Constable  @ Joven’s Ferrets ... .. 50 | @ Nature's Chosen... 
* Stompede........ : 9 Nicol Bolas ......... 4.00 | @ Antowalnn ...... : @ Joven’s Tools ...50 } a Noture’s Wrath 
© Stench of Evil = te Obelisk of Undoing . 3.00 : @ AnHawo Township 50: % Koskun Falls 3.00 : %* Omenoffire ...... 
@ Stone Spirit © Polladio-Mors ... 00 : % Anderrin Ruins .... ..3.00 = @ KoskunKeep ... ..50 = % Phantasmal Sphere 
® Storm Spirit # Petra Sphinx... = Anabo Ancestor... .. ..--3.00 ¢ @ Leaping lizard... . 25 WM Phelddagrif........ 200. 
* Stonmbind............02s0% Primordial Ooze . = te Anaba Spirit Crafter. 3.00 : ¥ Leeches .. ..2.00 : % Phyrexion Devourer ... 
% Stromgald Cabal... j Puppet Master .. = % Apocalypse Chime . “3.00% Mommoth Homes... -2.00 : % Phyrexian Portal... 
* Stunted Growth .... 00 : @ Rabid Wombat 2 te Autumn Willow . 8.00 ? %* Marhan........ 3.00 ? @ Pillage ......:..... ‘3, 
ye Sulfurous Springs .... --6.00 ; ¥ Rokalite........ : @ Aysen Abbey v2 50} @ Merchant Scroll . ..25 : @ Primitive Justice . é 
® SI : @ Recall : ¥% Aysen Crusader... ...3.00  %& Mystic Decree ...............4.50 } @ Pyrokinesis bie 
J Swords to Plowshores ...... 1.50 = + Revelation ......... : se Aysen Highwoy........cece.ee 3.00 : % Nonwhal............. BO 3 Op Rentbatteessincy, we) wa, 
@ Thermokarst .......... ! © Rubinia Soulsinger .. oe Boki’s Curse ...............2.50 : @ Orcish Mine 00 = 4 Ritual of the Machine 5.00 
e = : & Safe Haven : w& Boron Sengir ...... ....8.00 = % Primal Order .00 : %¥ Rogue Skycaptain ... . 4.00 
Wall... & Sentinel 00.0... : ve Beast Walkers ............... 2.00 : O Prophecy... sesesesesee 2D $ He Royal Decree... . 4.50 
% Timberline Ridge ........ % Serpent Generator............5.00 = %& Black Corriage .... ., 3.00 > Rashka the Slayer . de 00 = @ Scarab of the Unseen ... 50 
oe Time Bomb D Shield Wall .......0.2...00..75 2 te Broken Visage 22.20.2222... 3.00 : @ Renewal...... 5 = O Scars ofthe Veteran ......... .50 
* Total War : @ Retribution ................. 00 : @ School of the Unseen ......... .50 
* Troilblazer........... t } %& Reveka, Wizard Savant ......3.00 : © Seasoned Tactician 00 
© Touch of Vitue 50 = @ Root Spider ................. =e Sheltered Valley . 5.00 
% Underground River ......... 6. : @ Roots...... : : @ Shield Sphere . 1.00 
e Udit cima el cane aloo = @ Roterothopter .. £4 Sol Grail 2.00 
@ Urza's Bouble........ = ye Rysorian Badger .. i $e Soldevi Digger .. .. 6.00 
* Veldt . $ @ Sea Sprite ......... eee. 1.00 = se Soldevi Excavations ......... 7.00 
@ Venomous Breath $ @ SeoTroll .................. 1.00 } @ Soldier of Fortune . 1.00 
@ Vertigo ..... = ae Sengir Autocrat...............3.50 $ @ Spiny Starfish’ oc. 50 
% Vexing Arconix......... eee 5. fe Serra Aviary : % Splintering Wind .. ..2.00 
% Vibrating Sphere .. : O Serra Bestiary * Storm Cauldron 2... 5.50 
@ Walking Wall. : © Serra Inquisitors @ Storm Elemental ..... 1.00 
@ Wall of Lovo...  O Serra Paladin hice @ Stromgdld Spy oo... 00 
@ Wall of Pine Needles £ @ Senated Arows ............ 1. @ Suffocation <./..cccccceeceese 50 
© Wall of Shields : #e Soraya the Falconer © Suige of Strength... 0 
@ Wor Chariot . ? @ Spectral Bears ........ te Sustaining Spirit... 6.00 
@ Wholebone Glider ; * Timmerian Fiends . te Sworn Defender . 4.00 
> White Scarab @ Db” Brae : & Thowing Glaciers .... . 8.00 
@ Whiteout.... H + Veldrane of Sengir.. ? % Thoughtlosh oo... 4.0 
© Wind Spit 9% Wall of Kelp } % Tidal Control ...2.50 
> Wings of Aesthit  % Willow Priestess Se SO i case 3.00 
© Withering Wisps = ¥ Winter Sky ......... : O Unlikely Alliance .......... wae 
* Wiitigo oc : @ Wizards’ School... $ x Urza's Engine ...............1.50 
* Winter's Chill : : & — af 5.00 
@ Word of Blasting. : ix : @ Viscerid Drone... .. 1.0 
%* Wroth of Marit Lage ; ALLIANCES ~~”  ® Wondering Mage ............4.00 
@ Yovimayo Grats : WIZARDS OF THE COAST- 1996 = Whitling Catapult eet 0 
* Lur's Weirding 5. = Full Set (199 cords) ......... $175.00 : % Winter’s Night ...............4.00 
@ Luo 0b... : Booster Pack (12 cards) ....... 4.00 = @ YovimayoAnts....0000000.02. 1.50 
: Booster Box i ps Peay ph ie ee Oe a 
$ Gita isis iti ft ; 
CHRONICLES i : MIRAGE 7 
WIZARDS OF THE COAST- 1995 % Ashnod’s Cylix oe. eee 4.00 : WIZARDS OF THE COAST- 1996 
Full Set (125 cards) ........ @ Balduvion Dead .... 00 + Full Set (350 cards) ..$250.00 
Booster Pack (12 cards) .........2. % Balduvion Horde ............20,00 : Starter Deck (60 cards) ..9.00 
Booster Box (45 packs) ......... = & Balduvian Trading Post ......6.00 : Starter Box (12 decks) ......... 90.00 
Unlisted Commons ..........0.00+- : @ Bounty of the Hunt.............50 Booster Pack (15 cards) 3.00 
+ @ Browse..................... 1.50 £ Booster Box (36 packs) ........ 90.00 
2 Abu Jo’far @ Bumout eo OD COTBNONS WE sas eneee 10 
‘Akron Legionnaite . ail * Choos Harlequin. -3.00 = Unlisted Uncommons 1.00 
x Mloddin..........0.0. aataa f @ Contagion ...... 2 shes 8 
Angelic Voices ........ Deadly Insects ... 75 3 te Abyssal Hunter... 5.00 
© Arcades Sobboth ......2.....4 wae 50: % Acidic Dagger * 
% Arena of the Ancients %® Diminishing Returns .00 : %& Afiya Grove 
© Axelrod Gunnarson @ Diseased Vermin ..... * 00 : © Afterlife 2.2... 
© Ayesha Tanaka We ANCRIQUD nac omnia. 5.00 = % Amber Prison .....0......0005. 
@ Azure Droke .. sved @ Elvish Bord ......... .. 50 = Amulet of Unmaking 315 
@ Bonshee 2... @ Elvish Spirit Guide. 00 : 4 Ancestral Memories 5.00 
Me Ban's Cage-sccets......2he = = =: 0 EnemgyAre ......... 50 = & Ashen Powder ...............4.00 
© Beasts of Bogardan............. @ Shimian Night Stalker 5; @ Castle Sengir 2... ee 50 tx Exile &eeeeeee++---6.00 $9 Asmita, Holy Avenger .........4.00 
> Blood of the Martyr.............75 | © SivitiScoom ...... 2... 25 : © Chain Stasis .3.00 : @ False Demise ................50 ? Auspicious Ancestor 3.00 
* Blood Moon .........00-.. 5.00 : »® Sol’kanar the Swamp King ...5.00 : @ Chondler ....... us % Fotallore oo... 4.00 : % Barreling Attack 3.00 
% Book of Rass fe eae.” 3.00 : @ Clockwork Gnomes. . . .25 + @ FeastorFomine ... 50 § @ BasaltGolem ............... 1.25 
* Bronze Horse -2.00 : @ Storm Seeker .... .. 2.00 : Clockwork Steed .... nae % FloodwaterDam ...... 00 =: % Bazoorof Wonders ......... 5.50 
Chenin oS ke 400 : @ Tokklemaggot ... TB 3 Clockwork Swarm .. 25 3 @ Force of Will F 00} % Benthic Djinn 4.50 
City of Brass : % Teleport ....... 00 : @ CorlReef .......... -.. 25 de Gorgontuan Gorilla... 4.00 : @ Blighted Shaman oo... 50 
@ (ocoon .....eeee eee : @ Tobias Andrion ... . 25 + Daughter of Autumn. 3.0 @ Gorilla Shaman ol, 3, @ wae rOye nok) 15 
 Concordant Crossroads 4.00 : @ Tormod’s Crypt .. . 50 : O Death Speakers ... 1.0 % Gustha’s Scepter ............4.00 $ % Bone Mask ........... cece 4.00 
@ (iowGiont .............. 1.50 : %® Triassic Egg 2.00 : % Didgeridoo ........ 00 : @ Hail Storm 00 } 4 Brushwagg .. nesesenngs A 
% (ydone....c. ee. 2.00 : @ Urza's Mine (four versions) ....25 : @ Drudge Spell ... 00 = % Heart of Yovimaya ? @ Buming Palm Fret ......... .50 
© Dokkon Blackblode’ ....))..95.00 : @ Urza's Power Plant (four versions).25 : & Dwarven Pony ............... 00 : % Helm of Obedience .. © Codaverous Bloom 
* Dance of Many cveee 3.00 } @ Urzo’s Tower (four versions) ....25 : % Dwarven Sea Clan 250 : © Inheritance... _ ia : 4 Canopy Dragon 3 
@ Enchantment Ateration..........50 ; % Woevictis Asmadi ..0.....0.. 4.00 : @ Ebony Rhino........ 50 : x Woy Gargoyle Sforrrmmen tac: 7.00 $a CONOH SSPE aesnannnered! 
@ Ethnam Djinn ............... 5.00 ? % Voodoo Doll ...... -- 2.00 : @ Eton the Relentless. . -1.00 D Juniper Order Advocate .......50 } 4 Catacomb Dragon 
@ Fallen, the ..... vcceeeeesee. D5 + @& Wall of Opposition .. 1.00 : @ Evoporte ..... oe DOF te Koyso oo... -5.00 | 4 Celestial Dawn 
@ Follen Angel ...............2.50 : @ WollofWonder................50 } o& Foetie Noble 0: x Keeper of Tressethon ........-4.00 + Chaosphere.... 
W Feldon’s Cone ......... 750 : O Witch Hunter .... -- 1.00 = w Feroz’sBon..................3) $ O Kieldoran Home Guard ...... 1.00 : @ Charcoal Diamond ........ 
@ Fire Drake ...15 + 3 Wretched, The... 400 : »% Foret ........ : ¥ Kjeldoran Outpost 11.00 = % Citcle of Despair 2.0.2.2... 4.00 
© Gabriel Angelfire 400 : ™ XiroArien ..... .. 3.00 : : %& Krovikon Horror .... 4.00 : @ Consuming Ferocity.. 
% Gauntlets of Chaos 3.00 : % Yawgmoth Demon ......... 4.00 : : @ Krovikan Plague ............ 50 } @ Comal fighters ..... 
© Goblin Artisans 50 ; ; : w& Loke ofthe Deod ....... 12.00 i He Grimson Hellkite 2.2... 
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| COMMON  @ UNCOMMON 


@ Crypt Cobo... 50: % Tefer’simp ........0..00.. 3.5 

% Cursed Totem .. 5.00 = & Teferi’s Isle... 3.5 

* Cycle of Life ..3.50 : %& TelimTor ... 3.00 

© Daring Apprentice .. ..3.50  %& Telim’Tor's Edict ...... 3.00 

© Discordant Spirit ..... ..4.50 + & Tombstone Stairwell ... 5.0 

@ Dissipote ........... ..2.50 : % Torrent of Lava...... .. 4.0 

* Divine Retribution .. 3.50: 4 Uktobi Wildcats... «4.50 
Owarven Miner. . -.1.00 : * Unfulfilled Desires ... Lhd 
carly Harvest... ..4.00 : % Ventifact Bottle 4.0 
Emberwilde Caliph . . . 3.50 > Vigilant Martyr... a0, 
Emberwilde Djinn. ..5.00 § % Volcanic Dragon 9.00 
Energy Bolt... ..4.50 : @ Volcanic Geyser 1.50 
Energy Vortex... 5.0 % Waiting in the Weeds .........5.0 
nlightened Tutor .. -.2.50 } © Warping Wurm. 4.00: 
Ethereal Champion............ 3.75 : © Wellspring .... aapou f 
Favorable Destiny . 2 SI @ Wildfire Emissary . re 
Final Fortune... 8.00 Worldly Tutor. pay st 
ire Diamond ... . 2.00 MOG; hi ses oe .. 3.50 
eee 3.75} © Lebra Unicom .. 1.00 
Forbidden Crypt %* irilan of the Claw >... By 


Forsaken Wastes... 
Frenetic Efreet ..... 
Goblin Soothsayer . . 
Grim Feast ..... 


VISIONS ‘Y 


WIZARDS OF THE COAST- 1997 


SSSseoesesesososg 


Horrible Hordes . . 


HO SHHHH HEH OH HHH OHOG OHH HH HO 
Bee ites See cn 


Illicit Auction... we es Wet ed 6.00 : 
Illumination ..... ps % Anvil of Bogardan . 6.00 } 
Infernal Contract 4.00 3 x Archangel .... 8.00: 
vx Jabari’s Influence 4.0 © Amy Ants .... alias 
%* Jungle Patrol... “ail @ Blonket of Night .. 50: 
% Kukemssa Pirates 3.50: Bogardan Phoenix... 4.50 3 
® leering Gargoyle... 3.50 + @ Brass-Talon Chimera aaa 3 
% Lion's Eye Diamond 4.50 : © Breathstealer’s Crypt .... 00 : 
% Lure of Prey ...... 4.50  @ Brood of Cockroaches ..........50 
* it Growth 4.00 : % Chronatog ... 6.00 
@ Mono Prism .... 50 % City of Solitud 10.00 : 
O Mangara’s Blessing 50 © Conosion .... 3.00: 
> Mangara’s Equity ... 50: @ Creeping Mold. 150 ¢ 
ve Mongara’s Tome... 450 : se Desertion .. . 8.00: 
@ Marble Diamond... 2.00 : @ Desolation He 100: ¢ 
BOM Sent .7.00 + %% Diamond Kaleidoscope ...... 350 : 
> Melesse Spirit ...... 1.50 | @ Dragon Mask 1.00 : 
%* Mindbender Spores 00 : @ Elephant Grass . 1.50 3 
@ Mite Shade ...... 50: ¥% Elkin Lair. 400° | 
%* Misers’ Cage ... 00 : ve Equipoise ..... 0 
%* Mist Dragon 50: Eye of Singularity . 00 
@ Moss Diamond ... 00 : © Femeref Enchantress 50 
@ Mystical Tutor ... 25: © Firestorm Hellkite .. 8) 
%* Natural Balance 5.00 = % Flooded Shoreline .. 4.00 | 
@ Nettletooth Djinn .-3.00 : % Forbidden Ritual .. 4.50: 
ve Null Chomber ... .00 : @ Goblin Recruiter .. 00 : 
@ Painful Memories ..50 : %© Griffin Conyon ..... 5.00: 
% Paupers’ Cage ... 4.00 : © Guiding Spirit ..... . 4.0 
H% Pearl Dragon ...............6.00 : @ Helm of Awakening .. . 1.00 
%* Phyrexion Dreadnought ......8.00 : QO Honorable Passage ......... 1.00 
© Phyrexion Purge ...... ...3.00 + @ Juju Bubble ...... . 1.0 
%* Phyrexian Tribute . ..3.00 | Kaervek’s Spite 4.00 
% Political Trickery ...5.00 } %& Katabatic Winds 4.00 
%® Polymorph .... ..-5.00 : m& Kookus ........... 5.0 
% Preferred Selection. 4.50 : @ Lead-Belly Chimera . 15 
© Prismatic Boon ... ..50 | % Lichenthrope ..... 3.50 
%& Prismatic Lace... 2.50 : %& Lightning Cloud .. 5.50 
Psychic Transfer ..5.00 = O Longbow Archer ... . 1.0 
® Purgatory ....... . 4.00 | @® Magma Mine ...... . 2.00 
% Purtaj of Urborg ...4.00 : O Miraculous Recovery . 1.00 
tr Rashida Scalebane. +500 % Natural Order ..... 55 
%* Rozor Pendulum .... 5.00 : @ Nectomancy ... . 1.0 
% Reckless Embermage ...4.00 } % Nectosavant 5.00 
» Reflect Damage 5.00 | @ Nekratod ... 2.50 
© Reparations... 4.50: ¥% Ogre Enforcer 6.01 
© Rock Basilisk. 4.00 } @ Ovinomancer ...... 00 
@ Roots of life... .. 50 ¢ O Peace Talks ......... 00 
w Sacred Mesa... 11,00 % Phyrexion Marauder. 4.0 
© Savage Twister... 1.00 = Pillar Tombs of Aku 6.0 
© Sowback Manticore 3.50 $ @ Prosperity ......... 3.50 
© Seoled Fate.......... 1.50 + % Pygmy Hippo 4.50 
% Seeds of Innocence. 4.00 : @ Quicksond ...... 25 
* Shallow Grove ....... 5.00: % Quirion Druid... 4.50 | 
* Shouku, Endbringer .4.00 : % Rainbow Efreet... 1.00: 
oe Shimmer... 1.5.00 : % Relentless Assault ............ 9.0 
Yr Sidar Jobari... ..4.00 $v Retribution of the Meek ...... 4.0 
@ Sky Diamond ... ..2.00 = © Righteous War...... 4.00 
v Soul Echo ..... 4.50 + m& Rowen ...... A, 
é Spectral Guardian . 4.50 § oe Sonds of Time ... 5.0 
oe Spirit of the Night . ..7.00 + © Scalebane’s Elite . 1.00 
@ Stupor 2... 150 $ @ Simoon.......... 1.00 
% Subterranean Spirit .........4.00 = %& Snoke Basket ......... 6.5 
te Sunweb........... ..6.00 : * Squandered Resources 5.0 
* Tainted Specter ..4.00 + @ Stampeding Wildebeests 1.00 
* Toniwho ..5.50 © Suleiman’s Legacy. .. 4, 
% Teeka’s Dragon ............ 6.50 : @ Summer Bloom .... 1 
WENT DOWN 


! 9 Triangle of War 
: % Undiscovered Paradise. 
= Vompiric Tutor ie 
$ @ Viashino Sandstalker ......... 
: © Viashivan Dragon 
: ve Wand of Denial 
 @ Woaterspout Djinn ... 


5.00: 
wy Luberi, Golden Feather ...... 4.00 : 
} Unlisted Uncommons ..........-.1J 


Hakim, Loreweaver Full Set (167 cards) ......... 175.00 : 
Hall of Gemstone ..... Booster Pack (15 cards) .........3.25 
Hammer of Bogardan Booster Box (36 packs) ......... 95.01 
Horbinger of Night . . OMMONS...........6 cares 

Hivis of the Scale .. Unlisted Uncommons ............ 75 


@*++*@ 


@* 


i * Gallowbraid..... 
: © Gemstone Mine 


i % Teferi’s Puzzle Box. 
i % Teferi’s Realm 
: © Tempest Drake 
i Three Wishes ....... 
: @® TinWing Chimera. 


| Teen 


Zhalfirin Crusader. 


: WEATHERLIGHT 
: WIZARDS OF THE COAST- 
£ Full Set (167 cards) 
+ Booster Pack (15 cards) 
Booster Box (36 packs) .... 


i a 
6 


% Aboroth 


Vox Diar 


Alabaster Dragon. 


i Ancestral Knowledge... 
$ We AMO sess 


Barishi .... 
Bone Dancer. 
Bosium Strip. 
Bubble Matrix .... 
Call of the Wild 

Chimeric Sphere 

Debt of Loyalty... 
Dense Foliage . 
Dingus Sta 
Doomsday .......... 


H+ + + OHS 


Ertai’s Familiar....... 


Firestorm... 
> Foriysion Brigade . 
Fungus Elemental. . 
Guea’s Blessing 


Dwarven Thaumaturgist . 


aeyyee 5.50 = %* Goblin Bomb ...............6.00 : Starter Box (12 decks—pre-constructed) 
.-4.00 : 9% Heart of Bogardan Bea one 00 
1.50 : % Heat Stroke .00 : Unlisted Commons . els 
Reese 5.00 Hurloon Shaman . 50: Unlisted Uncommons ............1.00 
fi Infernal Tribute... 00 : 
0 Inner Sanctum... 00: % Altar of Dementia ............ 5.0 
50 Liege of the Hollows : om Auren ........... ..7.00 


..15.00 : O Angelic Protector 

6.50 = MM Apes of Rath ... 

00 = 4 Apocalypse .. 
Morinfen ...... 00: ¥ Auratog 
Mwonvuli Ooze : 
Nature's Resurgence 
Noble Benefactor. 


Lotus Vale.......... 


4.50. e Avenging Angel... 
0 i x Bellowing Fiend 


Ra 50° | Benthic ahora 


Orcish Settlers . 


: e Booby Trop ..... 


Sr Serr Or Oxe+e eeu te 4 OH OH 
~ 


4 
ay ee 
ran) Paradigm Shift. “500; ie 

1997 Peacekeeper ...6.00 } A a 00 
Pendrell Mists. may; oer axe. = 
Phantom Warrior. ON * Canyon Droke .. 3.25 

Psychic Vortex. . 4.00 ; Ml Copsize ..... 9 
renee 1,00 : * Comionette .. 4.00 
% Scorched Ruins . ...6.00 | * Chaotic Goo... 3.75 
“ Serenity....... 6.00 | @ Chillin: . 1.00 
> Serra’s Blessing .. 150 ¢ @ Choke ...... 50 
Southern Paladin ..6.50 } @ Cinder Marsh .. 25 

ee cxah 5.00 : % Coffin Queen ...... 0 
Vbge ce fee: rer ge 50 = % ColdStorage ...............4.00 


: % Commander Greven ikVec . 
we Corpse Dance ... 
nond  % Crazed Armodon 

£ ve Cursed Scroll... 
H jauthi Embrace 


irtcow! Wurm .... 


Dregs of Sorrow 
Duplicity......... 
Forthcraft ... 
Echo Chamber .... 

Eladamari, Lord of Leaves 


Elven Warhounds .... 
Emerald Medallion 
Emmessi Tome .. . 
Energizer ...... 
: Ertai’s Meddling 
: ¥ Escaped Shapeshifter 
: ow Extinction ............ 
i m& Fevered Convulsions 
: ve Field of Souls ... 
: oF ing Ward 


we oe ae oe oe a 


= @ Flowstone Salamander . 
4 -Flowstone Sculs 


? oe Flowstone Wyvern 
i ¥% Fool's Tome 


2 te Fugitive Druid... 
5 & Furnace of Rath 
: @ Fylomorid .......... aes 
ve Gerrard’s Battle Cry .........5.00 
©@ Goblin Bombardment .........2. 
* Grindstone ...... eh 
% Hand to Hond . 24.0 
vx Honna’s Custody . 14.25 
%* Heartwood Giant .. 4.50 
xe Helm of Possession wis 
ve Humility... «8.00 
@ Interdict..... 50 
& Intuition... aH 
@ Jackal Pup .. 15 
* alk 3 
% Kezzerdtix .... i 
O Knight of Dawn. 50 
Cte AE oe es 
: ran Tome... 50 @ Krokilin’. 22.0. i 
: % Thundermare ... 8.00 } @ Legacy’s Allure. . 5 
% Tolarian Entrancer 5.00 } @ Legerdemain 5 
: % Tolarian Serpent... 5.00} © Light of Day TS 
: @ Touchstone ..... 1.00} Living Death 00 
£ % Tranquil Grove 7.00 fg Lobotomy ‘00 
ta tor cre ss ae i @ Lotus Petal e: | 
: %& Urborg Stalker... Sa : ioe aes * i 
:O rir Reserves 150 3% Maddening Imp ; - 
+ Wave of Terror........ ‘5.00 § * Magmasour....... i 
te Well of Knowledge 6.00 : % Magnetic Web .... “A, 
} te Winding Canyon’... 6.00 : @ Mana Severance . «34 
: & Xanthic Statue ie “ i 
: } @ Maze of Shadows .. J 
: TEMPEST ie Meditate... 3. 
: WIZARDS OF THE COAST- 1997 ? & Minion of the Wastes . 5.00 
} Full Set (335 cards) ......... 275.00 : %& Mimi's Guile....... api 
: Booster Pack (15 cards) 3.00 : @ Mogg Cannon . erie 
+900} Booster Box (36 packs) ..........95.00 : 9 Mongrel Pack 4.00 
Pane 1.25 = Starter Deck (60 cards) -9.00 : %& Noture’s Revolt... 6.00 
4.50 Starter Box (12 decks) ......... 90.00 : % No Quarter. 3.50 


“800. : ¥ Oracle en-Vec 


SEPTEMBER 1998 105 
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tv Orim, Samite Healer .........4.50 
@ Overun 2... 8.00 

PORNO. cnc.icoeetes ena 4.00 
@ Patchwork Gnomes .............75 
% Pearl Medallion.............. 5.00 
te Pegasus Refuge feseege S00 
# Phyrexion Grimoire ..4.00 
* Pine Barrens 5.50 
% Precognition 5.0 
@ Propaganda .............. 2.00 
© Puppet Strings 15 
@ Rain of Tears oo. TS 

Rathi Dragon 12.01 
@ Reonimate ......... ae al | 
H% Recycle ........ 00... 0... 60 
% Reflecting Pool 120 

Renegade Warlord .......... dif ] 
O Repentance............c.ceee 1.5 
* Root Maze 4.0 
@ Rootwoter Depths oo... 75 
% Rootwater Matriarch 5.0 
% Rootwater Shaman ......... 3.75 
% Ruby Medollion...............5.00 
vr Socred Guide oo... 4.00 
vr Sofeguard 4.0 


* Salt Flats 
% Sapphire Medallion 


@ Sarcomancy 5.00 
oe SoM accosrideetee 5.00 
% Scalding Tongs ...............5.00 

Scorched Earth ............008 4.50 
@ Scrognoth 0.0... ...2.00 


@ Screeching Harpy 
se Scroll Rack 
Selenia, Dark Angel 


Shocker .........004 . 6.00 
Sky Spirit... 1.50 
% Skyshroud Forest... 5.50 
@ Skyshroud Vampire 125 
+e Soltari Emissary 5.00 


i 
iid 
| 
| 


Soltari Guerrillas 
O Soltari Monk 
@) Soltari Priest 


Spon 

Starke of Rath 
% Static Orb 
@ Steal Enchantment. . 
e Storm Front . . 

» Sudden | 


8 Telethopter 
@ Thalakos Lowlands . . 
% Thumbscrews 


5 

0 

x Torture Chamber oe 4.0 
& Tradewind Rider .....0......8.5) 
0 

7 

5 


% Unstable Shapeshifter ......... : 
@ VecTownship ....... 
% Verdant Force ..... 
@ Verdigis ...... F 
Vhot iFDal 
> Wormth ..... 
@ Wasteland ........ 
© Whim of Volrath 
@ Whispers of the Muse. . 
@ Wind Dancer 
tx Winds of Rath .. 
Wood Sage 


STRONGHOLD 
WIZARDS OF THE COAST: 1998 


wn 
a 


NS 
a 


Full Set (143 cards) ......... 175 
Starter Deck (60 cards) 9 
Starter Box (12 decks) ... k 
Booster Pack (15 cards) .........3.0 
Booster Box (36 packs) . 0 
Unlisted Commons... e 
Unlisted Uncommons ............ 1 
Acidic Sliver....... eee eee 1.50 
Amok ..... ..3.00 : 
x Awakening ... 4.00: 
@ Bottomless Pit «1.50 
x Burgeoning .. . 5.00 


* Comossid 
* Crovax the A 
Crystalline Sliver... cc. 2.50 


os 


| Each player chooses from the 
permanents he or she controls an 
artifact, a creature, an enchantment, | 
_ and a land and sacrifices the rest. i 
q 
\ 


| The Weatherlight dragged the Predator | 
| behind it, the cradle hauling the casket. 


TOP 10 HOTTEST CARDS 
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: O Somite Blessing... 


450 | 
....4.00 


@EARTIFAT — BLACK 


% Dream Halls 
ge Ensnaring Bridge 
%& Evacuation 
canning the Flames 
Flowstone Mauler . . . 
Grove Pact ..... ; 
leartstone 
leat of Battle .... 
Hermit Druid. 
esitation 
idden Retreat . ... 
Horn of Greed 
intruder Alarm oe... 
nvasion Plans .............08 
inxed Ring .. 
e Mask of the Mimic . 
@ Megrim 
@ Mind Peel 
* Mindwarper.... 4 
Mogg Infestation 5 
Mogg Maniac 9 Ast 
Hw Mortuary oo... eee 
0. 
5 


# Mox Diamond... 
# Portcullis 
@ Provoke .... ; 
tr Pursuit of Knowledge .........8. 
@ Rebound | 
* Reins of Power . 
% Revenant .... 
ve Rolling Stones . 
Ruination .... 
vx Sacred Ground . 


: 


Seething Anger ... 
@ Serpent Warrior . .. 
vv Shaman en-Kor. 
Shard Phoenix . 
® Shiffing Wall. 
Shock 


* Silver Wyvern... 
% Skeleton Scavengers 
@ Skyshroud Archer... 
OQ) Skyshroud Falcon... 


@ Skyshroud Troopers ............ .25 

Sliver Queen ..... 10.00 
+ Soltari Champion . 5.00 
+ Spike Breeder ... 3.50 
@ Spike Feeder ai) 
i Spike Worker 25 
i Spindrift Drake ... 705 
@ Spined Wurm ... 5 
OQ) Spirit en-Kor ...... Ae) 

Spitting Hydra ........ 4.50 
% Stronghold Assassin .........5.00 
# Sword of the Chosen .........3.50 
O Temper ...........- ..2.00 
 Thalakos Deceiver 4.00 
i Tidal Surge ...... uh 
8 Tidal Wortior er) 
BR TOMER veces s oanaeaeney A) 
MH Tortured Existence 3} 
Q Venerable Monk........ e/ :) 
x Verdant Touch ...............4.50 


Victual Sliver 
* Voltath’s Gardens ... 
% Volrath’s Laboratory... 
% Volrath’s Shapeshifter .. . 
% Volrath’s Stronghold... 
O Wall of Essence : 
@ Wall of Souls ...... 
ve Warrior Angel... 
Q Youthful Knight ... 


EXODUS i 
WIZARDS OF THE COAST- diane 
Full Set (143 cards) 

Starter Deck (60 cards) 
Starter Box (12 decks) 
Booster Pack (15 cards) 
Booster Box (36 packs) 


i Ather Tide 3 
RN te sxc scaeresaanpney ae 
| lee lame ete ema 1) 
CO) Angelic Blessing .............0.. ok 
5 

5 

0 


BB Avengi a : 
@ Bequeathed .... 
i Carnophage 
© Cortographer. 
BB Cot Burglar <accniel 
% Catoclysm ..... I: 
© Charging Paladin . . 

Cinder Crawler 
+ City of Traitors 
4 Coat of Arms 
vr Convalescence 


i BLUE 


Carsed Scroll 


Artifact 


, @: Name a card. Target opponent 
chooses a card at random from your 
hand. If he or she chooses the 
named card, Cursed Scroll deals 2 
damage to target creature or player. 


TOP 10 HOTTEST CARDS 


2) Cursed Scroll 


What? Bumped to number two? Probably not for long, though. 
Ever wonder what's so cursed about our favorite scroll? 
Poisoned vellum? A dark enchantment? Really bad Vogon 
poetry? Looking at the art, maybe we know now what was in 


that briefcase in “Pulp Fiction”... 
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Berserker 
Entropic Specter 
Ephemeron .... 
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@ Kee 
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) Kee| 
@ Kee 
@ Killer Whale ....... 
O Kor Chant... 
de Limited Resources 
Mage il-Vec 
@ Mano Breac 


* Manabond 
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Maniacal Rage ae 


Medicine Bag 


Memory Crystal 


@ Merfolk Loo 


@ Mind Maggot 


er 


4 Mind Over Matter 
Mindless Automaton 


© Mirozel 


authi Cutthroat....... 
LAG aw ancgtece 
jauthi Warlord .... 
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Mogg Assas 
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@ Necrologia 
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‘we Null Brood)... 6.00 
% Oath of Druids ... 8.00 
Oath of Ghouls cod OO 
* Oath of Lieges 5.00 
Oath of Mages 3.00 
x Oath of Scholars... 5.00 
Ogre Shaman ........... 00 
Onslaught 15 
Ye Paladin enVec ose 6.00 
Pandemonium 6.00 
Paroxysm 25 
> Peace of Mind .00 
> Pegasus Stampede 50 
> Penance 25 
* Pit Spawn 6.00 
* Plaguebearer 4.00 
@ Ploted Rootwalla 5 
@ Predatory Hunger 
Price of Progress 5 


@ Pygmy Troll. 

ia rabid Wolverines 
Raging Goblin 
Ravenous Baboon 

Reaping the Rewards 
Reckless Ogre 

@ Reclaim 

) Reconnaissance 

% Recurting Nightmare 

@ Resuscitate 

@ Robe of Mirrors 

1 Rootwater Alligator 

8 Rootwater Mystic 
Sabertooth Wyvern 
Scalding Salamander 

WH Scare Tactics 

@ Schodl of Piranha 

@ Scrivener 
Seismic Assault 

Shackles 

Shattering Pulse 

Shield Mate 

Skyshaper 

Skyshroud Elite 

Skyshroud War Beast 

Slaughter 

Soltari Visionary 

Song of Serenity 

5 
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S 
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Oath of Druids 
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1) Oath of Druids 

This blazing hot card took the U.S. Nationals by storm. The basic 

idea is this—wait for your opponent to play a creature and drop 
the Oath into play. Since your deck is packed only with insanely 

powerful creatures like Archangel and Spirit of the Night, you're 

sure fo get something good. Hey...didn’t our own Mike Searle 


design a deck similar to that about a year ago? 


Spike Hatcher 

@ Spike Rogue 
Spike Weaver 

Q) Standing Troops . 

% Survival of the Fittest... 
Tholakos Drifters j 
Thalakos Scout 
Theft of Dreams 

*& Thopter Squadron 

i Thrull Surgeon 

@® Tronsmogrifying Licid 
> Treasure Hunter............ 
Treasure Trove 

WH Vampire Hounds . 

* Volrath’s Dungeon 
te Wall of Nets... 
Wayward Soul .. 

Q Wekin Howk....... ; 
Whiptongue Frog.......... 
Wood Elves .. 

# Workhorse : 

> Zealots er-Dal ... 


PORTAL @ 


Full Set (215 cards) .........150.00 
Starter Deck (86 cards) ......... $9.00 
Starter Box (12 decks) -.. 90.00 
Booster Pack (16 cards) ......... 
Booster Box (36 packs) ....... 
Commons tera 
Uncommons 


% Alabaster Dragon... 
Alluring Scent 
Ancestral Memories 
# Archangel 
v Armageddon .. 
Balance of Power 
tr Blessed Reversal .. 
*% Blinding Light 
Capricious Sorcerer 
Charging Rhino ...... 
Cloud Dragon... 
* Cruel Bargain me 
Cruel Fate ............ 
* Crel Tutor .... 
%* Devastation 
Djinn of the Lamp ... 
% Dread Charge ........ eee 4.00 


* Dread Reaper ..... 

% Earthquake ......... 

% Ebon Dragon 

* Endless Cockroaches 
Exhaustion 

* Final Strike... 

* Fire Drogon......... ; 

* Fite Tempest ... 

* Forked Lightning 

te Gift of Estates ....... 

te Harsh Justice ..... 
Hurricane 

% King’s Assassin 

* Lost Chance 

% Mercenary Knigh 
Natural Order 
Nature's Claok . 
Phantom Warrior 

 Pillaging Horde 
Primeval Force . 
Prosperity 

% Pyroclasm 

% Scorching Spear 

+ Serpent Assassin 

¢ Spiritual Guardian 

ve Stern Marshal .... 
Summer Bloom 
Sylvan Tutor 
Tount 

i Temporary Truce 
Thing from the Deep 
Thundering Wurm . 

% Thundermare 
Treetop Defense 

* Volcanic Dragon 

* Wicked Pact .. 

* Winds of Change 
Wood Elves .... 

* Wrath of God 


PROMOTIONAL CARDS 


MONON.” sé cns cand vases 
Giant Badger 

% Mana Crypt ........ 

%* Nolathni Dragon 

% Sewars of Estark 

* Windseeker Centour 


There can be only one... 
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Uncommons ..........2cccceseeee 1.00 : § 


400: Thento Moku a 
} Third Bottle Fleet (Centauri) ...R...6. 
: Total War . eet 


? Vorlon Enhancement ......... R400 : 


$ Vee Soucers: ........seeeee 


Crusode.......... en ee R.- 
Cultural Connections ... 


waneRite 
Disaffected (all affiliations) : 


Becssssssscaees: 


It Will Be His Undoing. . . 


Parliament OF Dreams. .. 
00 : Gatling Pistol ...... 


Reverse Advances EERE "3.50 i Peaceful Solutions 


108 INQUEST 41 


VE RINGS PUBLISHING—199 


i Full et (157 cards) .........-.. 90.00 : 
+ Starter Deck (60 cards) ......... 9.00 : 


} Wixed Display (6 decks, 18 packs) 
2 Ma sh, Soaete n cas data 108.00 
= Booster Pack (15 cards)... 

+ Booster Box (36 packs) 
+ Commons... 


Ck ae 


: Arce on His Head ........ R..300 | pom 


: Abandoned Mine 
And Stay Down! 


PROM Soar ce ca 


Pree 


= Claims Office 
+ Colorado Lode ... 
= Crock Shot......... tee) 
= Dead Man’s Hond............ 

= Deputy John Templeton KA 

= Don’t like Yer Looks! . 
£ Dragon's Nest Strike 
: Drowinga Beod ...... 
= Dust Devil ............ 
+ Dynamite Luancher ... 
? Eorthquake............ 


Ek Zorkov soos R. 3 
: Extortion 


aoe Le 


i Fineas von Londingham rete 


SATA IMOU. .-. 35 cost acciva nal 


£ Getting’ Outta Hand 
5 i ee 
Golden Mare Hotel 


R 
R 
: R 
+ Fuleng’s Loundry & Tailoring R...2.50 
R 
R 
R 
R 


> Ancient Computer............ R83. 
? Anti-Time Anomaly Rid 
: Atmus—Skin of Evil R...5 
+ Avert Disaster ... aes 
2 BYEfor 2.2... d 


; Barclay’s Protoplasmic Disease 


i Beverly Crusher 
? Borg Ship ...........seeeeee 
: Bynars Weapon Enhancement 


i Crystaline Entity . 
: Cultural Observation 
+ Cytherions 


, Explore Black Cluster . 
= Explore Dyson Sphere 
+ Explore Typhone Expanse 


) ; Geordi lo Forge . 
£ Goddess of Empathy . 


© Honkona 
= Honor Challenge . 
: Horga’hn .... 


: The Ist Bank of Gomorra . 


£ Interphase Generator......... 
+ Investigate Alien Probe... 
: Investigate Disappearance... 


: Investigate Massacre ......... 
> Investigate Raid ............ 


i FIVE RINGS PUBLISHING—1998 
} Jaglon Shrek—Info Broker... 


i Starter Deck (60 cad) ? 
: Ned Carnie 


saevanaoenegttett R...2.50 


i Smiley's Shaft........,---.R...2. 


= The Fair Comes To Town 
: The Good Doctor ............ 


: Sarthong Plund 


i DECIPHER—1994 : 
8.0 


3 Starter Box (12 decks) 
$ Booster Pack (15 cards) .. 
£ Booster Box (36 packs) .... 
: Unlisted Common cards ............ 5 
= Unlisted Common Personnel cards ... . 


? Cords ore white-bordered 


ah 
Sir Isaac vile gi) ius = 
i in Space” ......R... 
Study Lonka Pulsar ......... R 
Study Nebula ....... R 
Supemova....... R 
H Mission. R 
: Tom Elbrun .... R 


: Tasha Yor 
iT C 
$ Thomas Riker ....... 


= Thought Maker. 
: Time Travel Pod 
: Tomalak 


; Alyonna Nechayev ire ay. 


— rot 
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Extraction .......... 


conia Investigation Re 
.. 6.00 


investigate Rogue Comet... 
investigate “Shattered Space” 
investigate Sighting ......... 
investigate Time Continuum . . . 


Jean-Luc Picard 28.00 

Kahless Al 

Al 

: be 
: Khitomer Research .R...3.00 
: Kivas a sr oh . UL..1.00 
lingon Death Yell... ..R...4.00 
Ktarian Game . ~ R...3.00 
: SRE R...5.00 
£ Kurlan Noikos we R...5.00 
arene R...5.00 
Legh Brohms ............... R...4.00 
lore Returns... seve R...5.00 
Lore’s Fingernail ............ R...4.50 
tisha eee veo Rec i00 
Lwoxanna Troi. Beers HY 
Medical Relief...........0.04 R...3.00 
ee en R...4.00 
Bateson oo... R...3.00 
Reet ceccens R...4.00 
vee Ri..4.00 
New Contact ........0...008 R...3.00 
: Pegasus Search ............ R...3.00 
: PR R...4.00 
... R.. 8.00 
com R...5.00 

LENG 

CORE 

Pies oe 

f RR 

: Sarjenka .... R 


Satelk 2... 
Seek Life-form 


ela 
Shelby ....... 


COGN ee lee a a © Alas, Poor Queen ............ R...4.00 : = lonConnon .............. U...1.00 : 
Tsiolkovsky Infection ......... 3 read va ares ORION § = Jawa Pack... UL..1.00 
ea ~ sa iaieke H phat ernep ey - ae a) - H vehi ‘ Peo Soe! H 
.5.S. Enterprise = Antique Machine Gun. . 2 20 = Full Set (324 cards)’ 2. 00 : Jedi Lightsaber. . U...1.50 : 
U.S.S. Hood ..... 2 Assimilate Counterpart ~U...1.00 = Starter 7” (60 9 Ri 00 : Jedi Presence .. R...5.50 : 
USS. = Assimilate Homeworld -R...4.00 Starter Deck Box (10 decks .00 : Jek Porkins..... U...1.00 
USS. Yamato... 00 = Assimilate Starship .. -U...1.00 Booster Pack (15 cards). 00 : SuridJuice RO: 
= : pret ae ie R 2 + Booster Box (36 packs) 00 : Musee oo : 
Se 5 Assimilation Table 00 = Unlisted Commons + Kal'Falnl C’ndros 6.50 : 
yaar en 00: ssi gg S ; : be ie Aba reer : 
larp Core Breac| 5 Balancing Act .. 00 = (Cards are black-bordered. = Kessel (light) .. U...2.00- : 
Wesley Cusher eis : Beverly ensh 9.00 = A Disturbance in the Force ...U...1.00 : Kessel (dark) .. U...2.00 = : 
Williom T. Riker. : Blended 00: Admiral Moti ............... R...4.00 : Kitik Keed’kak .. -R...8.00 : Yavin 4: Jungle (dark side) ...U... 
Wind Dancer... 00 : Borg Cube 1.00: Mind........ R...4.50 : Kilor’slug ........ ‘R...4.50 : Yavin 4: Jungle (light side) ...U.... 
= Borg Kiss 4.00 = Alderaan (dark side) .........R...2.50 ? Krayt Dragon How! R...5,00 = Yavin 4: Massosi Throne Rm.  R. ..5.50 
> Borg Neur 4.00 : Alderaan (light side)... U...125 5 eae <R...2.50 = Yavin 4: Massasi Wor Rm. ...U...1.00 
: Borg Queen OD eo Ale. fies tor U...1.00 = Loser Projector. . U....50 = Yavin Senty ...............U0., 1,00 
; fi feta ..1.00 = Assault Rifle ..... R...3.50 : Lateral WRONG = Vorko Mig ..............00.U... 1.00 
= Build Interple: TR35 A Tremor in the Force .. U...1.00 : Leesub Sin 2... .R...2.00 : Your Eyes Con Deceive You ...U...1.00 
: Dota ... -R 15.00 = Bontha........... U....50 = Leia Organa ..-R 28.00 : Your Powers...0ld Man ......R...5.00 
Full Set (363 cards) x U...1.00 Beggar... 5.50: Leia’s Back ........ al eee 
Starter Deck (60 cards) ... R...9.50 : Bery Lars ... 50} Leia’s Sporting Blaster ......U...1.0 
Starter Box (12 decks) ...... 135.00 = Don’ h U...1.00 : Bery Stew ..... .. 50: Lieutenant Tonbris............U....5 
Booster Pack (15 cards) ......... 6.00 : Eliminate Starship U...1.0 Biggs Dorklighter 4.50 : ie Blaster Rifle ...R...6.50 
Booster Box (36 packs) 175.00 : opt aa a R...4.00 : Black 2........ 9.00: lightsaber Proficiency ......... R...6.50 : Full Set (330 cards)... 
Gard ara backchoreved “~~ Fractal Encryption Code U...1.00 = Black 3........... ..1,00 Limited Resources... U....50 : Starter Dual Deck (60 cards) . 
Single cards are worth 30% to 40% more : Geordi Lo Forge .-eR 12.00 = Blast Door Controls ... 50 = Local Trouble ..... +R...5.00 : Starter Box (12 decks) .. 
than unlimited equivalents. a ee U...1.00 = Blaster Rack ..... U...1.00 : Lone Pilot .R...2.50 : Booster Pack (15 cards). 
$ He Will Make An Excellent Drone U 1.00 Blaster Scope ............... U...1.00 : lone Worior ..... R...2.50 : Cords are white-bordered. 
= I'ma Doctor, Nota Doorstop U...1.00 : Boosted TIE Blaster Cannon ...U...1.0 = Look Sir, Droids wR..5.51 Single cards are worth 25% to 35% 
= Intermix Ratio............... U...1.00 ji 4.50 = LUKE! LUUUKE! U...1.0 of limited equivalents. 
Ej + Jean-Luc Picard... wR 16.5 Oa OR pain raed 1.50 | luke Seeker »R...2.00 
Full Set (122 cards, not includin = Kathleen Tonell ............U...1.00  C3p0 .. 19.00 : Luke Skywalker R 37.50 
“Future Enterprise”) ......... 135.00 : Lounch Portal... wi V...1.00 F Caller. v.75 + Uke’s Bock... ORF 00" 
eng ane : 3.00 : lilySloone ......... he Contina SS ao renee a rigs : : priya a F 
jooster Box jacks) .. : atciinen © Charming to t vo tt iiyoom Oni UU... 90 = Full Se SINUS IP Wicesy smc i 
Dilkted Conaron cole Aas U...1.00 = Chief Bast ......... 1.00 : Mantellian Savrip .. .R...3.00 + Booster Pack (15 cards) ......... 3.00 
Unlisted Common Personnel cards ....25 Montana Missile Complex ...R...4.50 Circle is Now Complete 6.00 : Millennium Falcon -R 27.50 : Booster Box (36 packs) ...... 95.0 
Unlisted Uncommon cards ......... 75 + MyFirstRaygun ............ R...4.00 : Colonel Wullf Yularen ... 1.00 : Molotor......... ‘R...5.00 = Unlisted Commons ............... ‘t 
Unlisted Rare cards .......cc...e.e 3.00 : Ocular — uF «-R...4.50 = Commander Praji .. 50: Momaw Nadon U....50 : 
= Ooby Dooby ...... .R...4.00 = Corellian Corvette ... ..2.00 = Moment of Tri :R...2,00 : Advance Preparation ......... 10 
Berlingoff Rasmussen ......... = Patrol Neutral Zone .. U...1.00 = Crash Site Memorial Genes Along... 00... -R...4.00 : Altematives to Fighting 1.00 
Picard . i Paul Porter ...... ...R...5.00 = Dantooine ......... ...1.00 = MSE-6 Mouse Droid U....50 = Astromech Shortage ... Heat =| 
Brute Force... 1 ae LH we R...6.00 i | BROS PPG deers R...3.00 = Aftock Run... 4.00 
Commander Tomalal Prepare Assault Teams ......U...1.00 : Dork Hours......... ... 50? Nabrun Leids U....50 : Besieged 2.00 
Cryosatellite ... Primitive Culture ...... ee RL. 4.0 1,00 : NevarYalnal ... R...3.00 : Black 4... 1.0 
Dota’s Head... Queen’s Borg Cube .........R 11.00 00 = Nightfall U...1.00 : Bowcaster 3.00 
Devidian Doorway .... Queen's Borg Sphere.........R...9.50 : Darth Vader ...... 00 : Noble Sacrifice... R...3.50 : Bronic...... 9.00 
FGC-47 Research ... ‘eady Room Door... U...1.0 ...1.00 : Obi-Wan Kenobi... R 39.00 : oe Khurgee ..1.0 
Future Enterprise . generate ...... R.. 4.50 1.00 ; ObiWon's Cope ... R...8.00 : Col 21870. --4.00 
Gomtuu......... ‘eginald Barcley R...4.50 : Death Stor Plans ......... 550 : ety nae R 10.00 = Chewbacca... 0 
Governor Worf... Remodulation . U...1.00 : Death Star Senty...... ..1,00 : Observation Holocam ... BIeS0-s « aay Week 
lan Andrew Troi Retask ...... R...4.50 | Death Star: Central Core 50 : On ee stage’ R...3.50 : Commander Vanden Willard U....75 
Iconian Gateway... ety Sadly R...4.00 = Death Star: Detention Block Cl. U 50 : Organa’s Cer. Necklace 5.00 : Primary Ignition 00 
Major Rokal Scorched Hand U...1.00 Death Star: Level 4 Miltary Cor. U....50 : Our Most : 5.00 : Commence Recharging -3.50 
Ophidian Cane . .. Bo: R...4.00 : Death Star: Trash Comp. ......U...1.00 : Outof Nowhere ... ++. 90 Conquest ...... 3.0 
REUION = v2.5 ckeere Wace U...1.00 : Death Star: War Room ......U...1.00 ; Owen lors ...... 1.00 ; Corel... 8.00 
Samuel Clemens’ Pocketwatch R...5.00 U...1.00 = Demotion ............ 3.00 Panic ...... 1.00 = Dannik Jerriko «5.00 
Tosha Yordltemate ......... R...8.00 : R...4.00 = Devastator .... 6.00 :  Physice HN «5.00 = Danz Borin...... fe 
U.S.S. Enterprise-C : -R...4.50 2 Dice tbegon 3.00: Plastoid Armor... 130: Dork We 3.00 
= Starfleet Type I U...1.00 = pj de)... 5.00 = Ponda Boba ... «1.00: DeembiSin 14.00 
Stop First Contact... . R...4.00  Disarmed (light side) .. Wey : Pops ............ ..1.00 : Death Star Tractor Beam... R...3.50 
Strict Dress Code . R...4.00 : Dias Puhr ......... 3.50 : Presence of the Force -6.00 = Death Star: Conference Room U....75 
1996 : T'Shonra ....... U...1.00 = Don’t Get Cocky 5.00 : Prophetess............ . 1.00 = Death Stor: Trench... R...4.5 
Full Set (121 cards)... 100.00 : Temporal Vortex . U...1.00 = Dp Evazon...... 3.00 : Quad Laser Cannon ..-1.00 = Dejarik Hologame Board R...4.5 
Booster Pack (15 cards) .........3.00 : Temporal Wake .... R...4.00 : s-61-2 ..1.00 : Reactor Terminal ... wits 900 $< DORON cases R...4) 
Booster Box (36 packs) ... = ThetaRadiation Poisoning ....R...4.50 : 5-6)-3 0.00 : Rebel Planners... 12.50 = Doikk No’ts ... AP 
Common Cards ....... .. 15 Thomas McClure ............ U...1.00 = Dutch 8.00 : Red Leader ..-9.00 : Double Agent ... R...3.50 
Uncommon Cards. 15 = ThreeDimensional Thinking ...R...4.00 : —G6 5 i Red] 1.50: DS614 R...4.00 
Unlisted Rare Cards . . 50: Tommygun o.oo... U...1.00 £ lis Helot .... 50 = RD W000)  Evoder ...... (| SP 
: USS Bozeman . . U...1.00 = Emergency Deployment ...1.00 = Restricted Deployment 1.00 : ade saad i eo 
Arbiter of Succession ......... R...5.00 © USS Enterprise-E .... R 18.00 : Empire's Back, The . ...1.00 : Retum of aJedi ... ... 50 : Garouf Latoe . ae 
Blade of Tken...... R...6.00 : Undetected Beom-in.........R...4.00 = Escape Pod... ... 50 : Revolution ... 1.50 ¢ Gold? .... 10 
Conor ...... R...5.50 : Visit Cochrane Memorial ......R...4.00 = Evacuate? .... 50: Rycor Ryjerd ... 1.00 : Greedo .... 10.00 
Data’s Body R...3.50 = Vulcon Londer.............2. U...1,00 = Expand the Empire ...5.00 | Sani (dork) »..2,00 : Hem Dazon Rows! 
Galen ......... R...7.50 = Wall of Ships .... RA 50 Fyes in the Dak ech illie 1.00 : Sondcrawler (light)... veeQ.00 = Het Nkik sie: 
IKC Mabt-R’a R...5.00 : Weak Spot .... --R...4.00 Fear Will Keep Them In Line ...R...3.00 : Send a Detachment Down «5.00 Hunchback ..... 5.50 
Juliana Toiner .... R...6.00 : William T. Riker. .R 13.00: Feltipem Trevagg .... .. 1.00 £ Sense (dark side) .... . 1.00: Hyperwave Scan ............U... 00 
Katherine Pulaski R...7.00 : DENNER) W/R1100 : Figrin D’on.... ... 50 3 Sense (light side) , pe hOO 2 Bypor fener 4.50 
Klingon Civil War R...4.50 + Zefram Cochrane ............ R...7.00 : § aa wR...4.50 © Skywalkers..... ..5.00 = I'mHere to Rescue You ......U... i 
De Sha ; R...8.00 : Zeftam Cochrane's Telescope R... 5.01 © Force is Strong With this One R...3.50 : SoloHan .... 3.00: lm Onthe esd A R...4.00 | 
Madam Guinan R...9.50 : > Full Scale Alert... ... 50 = Spaceport Speeders . v.30: Ickobel Gont .... Ba Et 
Manheim’s Dimensional Door R...5.00 : : Full Throttle R...2.50 : Special Modifications . ...1.00 Imperial Holotable............R... 5.0 
MOR CNR omp ag DE — > Gorindon .... R...250 = Sunsdown....... .. 1.00 = Informant ....... .U...1.00 
Mortal Q. R...8.00 : FullSet (18 cords)’ ..0....2....150.00 = General Dodonna . -U...1,00 $ Tactical ReCall. 800 2 MO. 5.00 
Mr. Homn R...5.00 : : General Tagge .... 4.00 : Togge Seeker .... NOURI! : NKiffex ............. wR...5.50 
Nick Locarno. R...5.00 : BlackHole............0...0. R 10.00 = Gift of the Mentor . 6.50 : sg vig 3 ..U...1.00 = Krayt Dragon Bones. UL. 1.0 
Sheliok, The R...6.00 : Dixon Hill's Business Cord ...R...8.50 Gold] 3.50 = Torkin Seeker ............... R...3.00 : Loser Gate aA accel 
USS Stargazer . R...8.00 : DNAMetamorphosis .........R...7.00 : 4.00 : Tatooine: Contina (dark side) R...4.00 : Leia Seeker 2.00 
Yona ging: : De Soong) uric: R 15.00 : 7.00 ine: ( R 2.50 : Let the Wookie Win 5.00 L—! 
= Guinan... R 15.00 Sea Tatooine: Lars’ Moisture Form (dark)U =: Lirin Cor’n .......... PR . 
: eg] can eR ae oe ena 50 : Logistical Delay... 15 |e 
: ioHeAER 2500 “.R...3.50 : Tatooine: Mos Eisley (light side)U ....50 : Lt. Shonn Chldsen 1.00 ma, 
R-1997 : 77.00 R...1.00 : Tatooine: Ob:Wan’s Hut ...... R...7.00 : Luke's Cope... R500 @, 
Full Set (130 cards) 150.00 : Miles O’Brien R 1200 : R 35.00 : Thank the Moker ............ R...3.00 : Luke's Hunting Rifle . .U...1.00 . 
Booster Pack (9 cards) 2 8.00 : R500 : Thisis All Your Fault . .U...1.00 | MHYD Binary Droid ......... Tk 3) 
Booster Box (30 packs) . : U....50 : TEAdvanced x1 .... We aeb0' fic Suction Tube 
Common Cards = Hydroponics Station ......... U....50 : Tonnika Sisters R...8.00 Te 
Unlisted Uncommon Cards © | Find Your... ing ......R...5,00 : Traffic Control... cM. ae? | 
: : |Hove You Now .... R...3.50 : TrintoDuaba .... U...1.00 = any 
Abandon Misono R409 Spo : ve Lost Ao 1.00. tooperChage See yy 
lapt: Modulate Shields......U...1.00 : joer, spvcahcan > Imperial Class Stor Destroyer...U...3.00 : Turbolaser Battery .. .. oK...9.00 i—* 
Admiral Hayes... R...4.50 : USS. Pasteur... 200: it. Chie Fyboy...-.2R/800 : Tisken Broth Mask... U...1.00 Mott Seeker @ 
| 
SEPTEMBER 1998 


Nolan Cheel 
Out of Commission. 


Retract the Bdge 
Rogue Bantha .. 


Sab Seren 
seco nd ey 


Scanner Techs . 
Sensor Panel 


They're on Dantooine ......... R...5.00 
This is Some Rescue! ......... U...1.00 
TIE Assault setae veins U...1.00 
Wee oe cncz 2 

Tractor Beam .... 


Undercover (dork) U 
Undercover (light)... ty 
URORRUR'R’R ...........000e U....75 
URoRRuR’R’R’s Hunting Rifle U....75 
Victory Class Star Destroyer ...U...1.50 
WED15-17 ‘Septoid’ Droid Weeds 


Wedge Antilles.......... 
What're You ... On Us? 
Wookie Roar. 


~R...5.00 
Y-wing me rou baie d U...1.00 
Yavin 4: Briefing Room ...... U...1.00 
Yavin 4: Massossi Ruins ...... U...1.00 


You're All Clear Kid! .........R...4.50 


vo Pack is a 
Booster Box (36 packs) .. 
Unlisted Common cards . . 


Unlisted Uncommon cards syotgeeds ah i 


Admiral Ozzel 


Anakin’ — 
ATAT Cone Shy 

Atgar Loser Saton , 
Bocta Tank... a 
Blizzard 1. 


Blizzard 2 ....... 
Blizzard Scout]... 
Blizzard Walker. 
Coptoin Piet... 


Disarming Creature ‘ 
Dual Loser Connon 
Echo Base Operations . 
Frozen Dinner 

vase 


Golan Laser Battery 

High Anxiety. 
Hath: Echo Corridor (dark s 
Hoth: Echo Corridor (light side) 


sel eteck oR...6.50 
lightsaber opt U...2.00 
Major Bren Derlin . . .R...4.00 
Meteor Impact? R...5.50 
Mournful Roar .......... 2... R...5.50 


= Ord Mantell (light ste) 
= Planet Defender Jon Cannon 


acter aay ia 1 ; 


} Target The Main Generator 
0: The First Transport Is Away! .. 
This Is Just Wrong . . 
0: Tromple. . 
2 Tyrant 


H wenn Ma icin 


i ee Have Failed | le 
: You Will Go to Dagobah. 
: Zev Senesca 


= Full Set (180 cards) 
£ Booster Pack (9 cards) 
= Booster Box (60 packs) 
= Common cards .... 


U = Unlisted U 
mands. i | 


= Asteroids Do Not Concem Me 
= AtPeace R 


50: Awa Put Your wep 
? Big One ( ark side). 


+ Big One (light side) 
pening i 


= Broken 

= Captain Needa . . 
5: Closer?! .... 
= Commander Brandei 
+ Commander Gherant . . 
= Commander Nemet  ... 
= Control (dork side)... 
= Control (light side) 
> Corporal Derdram .. 
: cm Yon 


beg 
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= Adedi’s Strength ............ U... 50 
© Anoat (dark side) . . pallies 650 
= Anoat (light side) ............ U... 50 

R...4.00 


Bes 


Se C 


200 oe OO RO 


oes 
Ss 


nee eine 
SSssssss 


= 


Full Set (1 : 
= Booster Pack (9 cards) 
(0. Booster Box (60 packs) : 
00: Common cords .........:.eeeees 10 : 


Sssae> pecse 


3 Flight Escort... 
= Focused Attack. 
2 Force Field ....... 
2 Forced 


: Gambler's Luck 
: Gloncing Blow . 


> Reflection R450 3 
: Report to Lord Vader R...4.00 
Res Luk Ra’auf. ... 4.00 
Rycor’s Run 400 : 
Not . R.4.00 
be wR...3.50 
Son of Skywalker ........... R 26.00 Baas 
Side) ......R...3.00 : 7 
Sfone Pile... ss... R...4.00 : R 201 
The Dork Path . iiss 4 00 i sl Casi a i 70.00 
: The Professor... 00: "5 Wi Pe 
BD dena oe = Leia Of Alderaan. RE! 
+ Through the Force...Will See . 4.00 : Levitation Attack... see 
H 3.50 : Lieutenant Cecius Lists 
50 : — a oD 
= Un Interruption ......R... Bim : loot ........... ei 
= Visage of the Emperor... R...4.50 3 Lk Basi Pistol R...6.50 
“550 : Daa 2.50 : Mondalorian Armor R...5.50 
00: We Don’t Need Their Scum ...R...4.00 Mostly Armless R...4.50 
} WHAAMAAAAANOOOOW! ...°"R.-°4.00 R. 
450: Obsian 7 . e. 


i Vader's Bounty... 
: Voder' % 


; S 
4 Weld ten _ 
: We're The Bait... 


3 FullSet (180 crs)... 


= Abyssin Ornament... . 
: Al 


rapped Up... 


ososeoo 
SSsosss 


7 i Corellian Retort 
: Den of Thieves... 


= Double Laser — a, 

3 pss McCool 

+ Dune Sea Sabacc 
808 


oo 


Ss 


: Hermi Od 
= Hidden Compartment . 
: Hidden Weapons . 
= Holoprojector 
: Hutt Bounty 


£ Jabba the Hutt. 
= Jabba’s Palace Sabacc 
£  Jabba’s Palace Sabacc 
= Jobba’s Palace: Audience Chamber 


5 vis” 
= Jess. 

3 tee Ress 

2 Kirdo Ill... 

: Kithaba..... 


i Loudica .... 


i No = 
: ie sia Wind Chimes .. 


: 0 
H Pale Reshad 
= Pote Snitkin 


: Rancor .. 

i Raye i 

i Ree-Yees 
H fens 
Resistance . 
: Revealed . 
: SoeltMarae 
, 5; Sondwhitl 


: Seren Del Me R...3.00 


H Tonus Spijek 
£ Tatooine: Great Pit Of Carkoon 


: ...190.00 
00 : Booster Pack (9 cards)... rely a 
= Booster Box (60 packs) ..130.00 


: Unlisted Commons ...... posit. aon 
Bc Ribli tec De tolet Merlin 1.00 


3 ine Fire. 
: Var ee ‘ 


tr : VulTozoene .... 
h: — Levitation 
H Welded 
: Well Guarded .... 


ess: 


: Wounded Wookiee 
= Yama d’al’ Gargan 
= Yoxgit 


===) 
Ssso 


: HitondRun .... 
= Jabbo’s Influence . 
= XWing Assault Squa 


Be: 


Sssssss 


383 


In 
J‘Quille....... 


nS 
anu Vo 00 


= Jobba’s Palace: Droid Workshop). . 
= Jobbo’s Palace: Dungeon... 100 

= Jabba’s Palace: Entrance Cavern. . .1.00 
+ Joba's Palace: Entrance Cavern) 


Jabbo’s Pal eat Oo ; 


heady el 
sa 
Oola 


Princess Leia Organa .... 


“B 0 
Di i i r 


Tatooine: Hutt Canyon 
bog Jabba’s Palace . 


: ae 


Welcome to Havic! 


Your goal is total conquest of the 


world, starting with your very own 


So The Bo theme 


college campus. Unfortunately, others 
have this same goal. In order to be 
victorious, you will need to coerce peons, | 
such as Frenzied Jock, the Fat Kid, and 
the Chess Club to do your bidding. Total 
coercion takes resources, in this case 
alcohol. You must use these resources one 
_ Wisely for they can be used to bring about powerful 
effects such as Beer Goggles, Searing Gas Pain, and 


Effect 


Bring chosen peon from the 
| hospital directly into play under 


you shall attempt to conquer your opponent by taking | | your control. 


Dehydration. Through the use of these and other means, j 


away his 21 points of sanity and ruling over your domain. | | 


4 out of 5 stre tal a macists agree 


Your life may just depend on it! 


ts Horton 


Ask your local retail store for HAVIC. 
If they don't have it, demand it! 
If you still can't get it, 
check out our web site located at: 


for information on how to order HAVIC online. 


i 


HA 


—— 


PLAYER 


Keeper of Kookus Sel eer Oo @ VS 
@: Protection from red unt | end of turn. 1 / 
Keldon Warlord Cc Ue @@@ LURAhSih 
: * is the number of non-wall creatures in play on your side. */*. 
: *Kird Ape SC C feeee @& ANR 
Gains +] /+2 if you have atleast one forest in play. 1/1. 
Kobold Drill Sergeant scr 1@ 6 
Give all your Kobolds +0 /+1 and trample. 1/2. 
Kobold Overlord Sk 1@ LG 
First strike. Give all your Kobolds first strike. 1/2. 
re Keep She eG 1 0 LG 
)/ 
Kobold Taskmaster SC ¢ 1e LG 


Kird Ape is a common creature that has a five power rating and its casting cost is one red mana. It’s available in 
Arabian Nights and Revised. Its power/toughness is 1/1 and it gains +1/+2 if you control any forests (monkeys like 
trees). Also, it’s banned in the Extended tournament format. How do we know all that? Because our lord Yog Sothoth told 
us. No, no, just kidding. We know all that cool stuff because we've read all the cool reference charts in the following 
players guide pages. Yog had next to nothing to do with it. Just so you know: restricted cards are limited to one per 
deck in tournaments. And banned cards, well, are a no-no for tournaments. 


’AeaSeieaa Gathering” 


saves Alliances 

sessesssceeee Anttiquitis 
... Arabian Nights 
Beta Limited 

.. Chronicles 
.... The Dark 


Fourth Edition 
... Homelands 
Ice Age 
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.. Limited (Alpha & Beta) 
: woes Legends 
sesveee Mirage 
Racdocleh seve PFOMO 
sesseee Revised 
... Stronghold 
.... Tempest 
... Unlimited 


> GUIDE 


NDBOOK 


WHAT YOU NEED TO KNOW ABOUT THE INQUEST PLAYERS CUIDE 


The /nQuest Players Guide is meant to serve as an aid in playing collectible card games. Every month, you'll find the most extensive card descriptions 
available for Magic: The Gathering, along with power ratings for every single card. 


THIS MONTH: 


POWER RATINCS 


eooce Five Stars. 


eoce Four Stars. 


eee Three Stars. 


°° Two Stars. 


e One Star. 


— Inapplicable. 


THE APOCALYPSE HAS BEGUN... 
HAVE YOU MADE YOUR PEACE? 


TUR 


REAPER MINIATURES www.reapermini.com 
P.O. BOX 293175 


LEWISVILLE, TEXAS 75029 a 
(972) 434-3088 (9:00AM - 5:00PM CST) 


MAGIC 


ARTIFACTS 


THE GATHERING 


NING th nai eats id aca 


CARD DESCRIPTION 


— Card Name, 

Kind. Summon Djinn means ole Juzam 

is a creature of the genus “Djinn.” 
Description. The description of exactly what 
the card can do. 

Flavor Text. A funny or informative quote. 
Artist, 

Casting Cost. Mr. Juzam costs two black and 
two generic mana fo summon into play. 
Expansion Symbol. This tells you what set the 
card belongs to; in this case, the scimitar 
means he’s from the Arabian Nights set. 
Power/Toughness. Only for creatures. 


=~zmo a o> 
| 


Sets Found 


Name 
Description 


Kind CR Rating — Cost 


ARTIFACTS 


Acidic D ART = R ee 4 
@, ©: Destroy a norwall creature receiving combat damage from target 
creotute ths turn. If —_ creature leaves ploy, | by Acidic Dagger. 
Adarkar Sentinel 
2: AEN until end of i zt 
Aegis of the Meek ART OR 
®, ©: Giveo 1/1 ane ad wnt end an tun. 


pi 
®, &, Sacrifice Aeolipile: Do 2 damage to ony target. 
fling Connot be sa - a rfl le 


Al-abara’s Ca 5 \G ; 
-abara’s Carpet : Basalt Golem 


®, ©: Prevent all we... i you es cae 5 nionflying creatures. 
in’s Lomp AR AN,R 4th 


&, ®: Instead of drawing o cord, des kaa Ot take only one into your i 
: err Basalt Monolith AR 


AiR R4th,sth 
5 Baton of Morale 


hond. — the rest and them at the bottom of your libra 
~ 's —t RT oe 8 
Jo 4 damage to — target. 


wa’ Tomb 4 WG : 
@, ©: Change the color of ee permanent you control. : 
Altar of Dementia ART R 2 ™ 


Sacrifice a aoa Tor el player puts a eine of cards equal to that 
creature's power from the abe of his or her meme into his or her iat 
Amber Prison MG 
You may leove Prison tapped. 4, 6. ae torget rift creature or land. 
As long as Prison is Mpped lage rae not unfap as normal. 


a roog 2 
©: Prevent | iil : any 2 : 
« Anal of Quor ART OR © 6 ih 3 


®, ©: Socrifice Amulet ond flip o coin. If you win the flip, target opponent —: 
eettiae. Rubbers : Blue Mana Battery ART 


loses the gome. Otherwise, you lose the game. Use only uring upkeep. 
Opponent may ante another card to counter this effect. 

Amulet of Unmaking 
6, ®, Remove Amulet of Unmaking from the game: Remove target 
artifact, creature or land ~ - Be Play this ability as a sorcery. 

Ankh of Mishra 2 LUR, 4th, 5th 
Whenever a player puts a a bi play, Ankh deals 2 damage to him. 

Anvil of Bogardan R ooo 
Each player skips his or her dca hase. During each player's draw phase, 
that player draws on additional card and then chooses and discards a card. 

oe 


calypse Chime 2 
bey 2:1 All cords in play from the Homelands exp Ete are buried. 
igtonk le ART 


oo 
aie attacking creature does not tap. You may only use this 
cali defending player ane snow-covered lands, 

Arcum’s Weathervane Ue 
@, ®:Tumo A. ond into a non-snow-covered land. @, @: 
Turn a non-snow-covered land into 0 we land. 

Arcum’s Whistle RT ooo | 
& , ©: Target non-woll creature must attack or be pt at end of turn. 
The creature's controller i, counter this effect by paying ®, where a is 
the creature’s casting cost: “ during opponent 5 turn. 

yy ee Ch 

‘op all legends. Legends do a untap HoT luring untap phase. 
eddon Clock ART 6 


Add 9 — auing our upkeep. At the end of your upkeep, do 1 damage 
to push player for each counter on Clock. Anyone may spend during any 
ait wpheep remove a eae 
tor C 3 

© Sacrifice ea of your im in ns Add @ to your mana pool. 


ne attle Gea 


2, . Target ects you control gets B42/: -2. You may leave Gear topped. 


ART _Aiifoct fA 


AC 1 el — 
fal 
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Ashnod’s Cylix ART OR 2 A: 
: ®, &: Target player looks at the top three cards of his library and puts one: 


R 2 HE. 
2s ai : parbed Se 
Aesthir 6 AC 3 AL 
hing Cal } Barl’s Cage 


: Battering Ram 


i Black Mana Battery 


AQath Sth: 
. 5 © Black Vise 


Rowe NG; 
: Bone Flute AT Ueco @ OK : 


A : Book of Rass 


: Bison Strip ART 


Bottle of Suleiman ART 4 
16,CH 
AOR AH : 
: Brass-Talon 


AQ, CH,Sth 
: Bronze Horse 


Name Kind CR Rating — Cost Sets Found 
Description 
ooo 


of them on top of his bo ew the remaining two from game. 


Ashnod’s Transmogrant oo 68 AQ, CH,5th 
®, Sacrifice: Tum 1 atte pe into on - creature with +1/+1. 
hel Jabe ART (eee A 


®, Sacrifice: Add two mana : ony one ier to your pool, Canttip, ‘ 


i Bal o Imol Restoration ART 2 


®, Sacrifice: Goin 2 life or pe upto 2 a to any target. 
Sextant ART = eee 1A,5 
®, @, Sacrifice: Add one mana of any color to e mana pool. Contrip. 
R coe @ DK, CH, 5th 
@: Torget creature does not ies ae its controller's next untap phase. 
J 


Connot be blocked by artifact creatures. Whenever Golem is blocked, bury the 
blocker at end of combat and Y a ie ortifoct —_ wall into play, 2/4. 
eee 


®: Add @ to your mana yen Con only b be vig by spending @. a 
@: Give target creature a ul ia of ig 


(eo @ 
Bands when a, At te end of combat, any wall blocking Battering 
Ram are destroyed. 1/1. Of hoi no one Hos with walls, right? 


: © Black Lotus eoeee Lu 


®, Socrifice: Add 3 mana t any one color to va mana pool. 


@, ©: Put a counter on Black Mana Battery. @: Add 4 to your mana 
pool. Add on additional ¢ for each counter you remove. 

A Y eccee @ LUR 4th 
At the end of his upkeep, target opponent takes 1 damage for each ‘card 
over four in his hand. 

Roo §6@ 

®, ©: Puta counter on Blue Mano Battery. @: Add @ to your mana 
pool. Add an additional @ for each counter you remove, 


2, : Give all creatures -1 /-0 until end of tum. 


i Bone Mask ART Ree 8 @ NG 


@, ®: Prevent all damage to you from any one source, For each 1 
damage prevented, remove the top cord of your library ftom the game. 


: Booby rep ART OR eee 


When Trap comes into play, name a card other than a basic land. When 
on ha draws cards, he reveals them to all ya If ony of those 
cards is the nomed card, sate bes and it et 10 damage to that ai 


®, Pay 2 life: Draw 0 on 
&, ©: Until end of turn, if ot any time the top cord in raveyard is an 


our 
instant, a or sorcery card, you may play that mite Rough it were 
in your hand. If you do so, Cota the card from the game. 


i Bottle Gnomes C Ueo @ TM 


Sactifice Bottle Gnomes: Gain 3 Be ] i. 

ANR,4th, Sth 
® ,®, Sacrifice: Flip o coin, If anaes wins, you take 5 da-age. 
Otherwise, you geta aa) ~~ a fate 5 flying ortifact creature. 


Brass Man BY AN,R, 4th 
@: Unto ip Bross Man. Use tis iy sl ding your upkeep. 1/3. 
himera 


First strike. Sacrifice Brass-Talon Bi Puta fa counter on target 
Chimera and that Chimera pais bes strike permanently. 2/2. 6, 
2 


Trample. If you control an additional creature, all damage done to Bronze 
Horse by spells targeting itis reduced to 0. 4/4. 


EN Enchantment INT. Interrupt SC Summon Creature 
EW Enchant Word =—-LL_ Legendary Lond SL. Summon Legend 
INS Instant MS. Mana Source SOR Sorcery 


i Celestial Sword 


Chimeric Sphere 


H Clockwork Beast 


Clockwork 


i Clockwork Swarm 


i Colossus of Sardia 9 


AQ 4th,Sth 


Shae ioe : Crystal Golem AC Ue 


Crystal Rod AT Use @ 


: Cursed Rac 
16,4th 


Mie seh bg i Delif’s Cone ART 
: Delif’s Cul 


> Despotic Scepter 


: Dianend ie cers ART 


: Dingus Egg 


Name Kind CR Rating Cost Sets Found 
Description 
H Be) Toblet ART o 6 


AQ, 
@ ,@: Remove target iets ponent controls and Bronze Tablet 
from game. You now own target card, and your tbe owns Tablet. 


“ Opponent may counter Tablet by Y paying 10 life. Tablet enters play tappéd. 
: Bubble Matrix ART WL 
= All damage dealt to creatures is ie to 0. 

ullwhip ART U eso @ SH 
:  @,@:Dol oo a a. That creature attacks this tum if able. 
: Candelabra of Tawnos coos AQ 
: & i Ae Nena is 
> Celestial Pri U ee 3 LU,R,4th 


2, e: Add 1 mona of oy ve : your mana pool. 
6 
@, @: Give o creature yet cond 3/3. Bury creature at end of turn. 
aos Orb R ecvee @ LU 
® ,e: ia Orb from tit if one foot. If it rotates 360°, Chaos Orb and 
ony ‘card it lands on or is nan ees destroyed. 


; Charcoal Diamond ART 2 MG 


Comes into play tapped. “ ad @ nyo mana pool. 


Chariot of the Sun cy MG 


ee: lon creature len se gains rs thing and has its toughness 
reduced to until end of turn. Not to be confused with Chariot of Fire, 

ART coo @ WL 
®: Until end of turn, Sphere is a 2/1 artifact creature with flying. 
@: Until end of turn, igs naam 2 artifact creature without flying. 


: Giyina Bote 


2 
All cards from Arabian Nights are bl No AN “q con be played. 
Clay Statue AC AQ, 4th, Sth 
hl er 3/l. 
Clockwork Avian R ee @ AQ, 4th 


Fin. Put four +1/+0 shes on Avian, At the end of any combat in 
which Avian attacks or blocks, remove a counter. 8, @: Add X counters to 
Avian (maximum four counters). Use only during upkeep. 0/4. 
a 6 LUR,4th, Sth 
Put seven +1 /+0 counters on Beast. At the end of mr combat in which 
Beast attacks or blocks, remove a counter. &, @: Add X counters to Beast 
(maximum seven counters), Use mt ducing upkeep. 0/4. 
Clockwork Gnomes AC 4 HL 
@, @: Regenerate target nes cee. 2/2. 
Yee AC* C 4 HL Sth 


Connot : blocked by artifact creatures. Put 4+1/+0 counters on Steed, At 
the end of ay combat in which Steed attacks or blocks, remove a counter, 
®, ®: Add X counters to Steed (maximum four counters). 0/3. 

AC C ooo HL 
Cannot be blocked by walls. Put four + Vas! counters on Swarm. At the end 
of any combat in which Swarm attacked or blocked, remove one counter. 
&, @: Add X counters to Swarm {maximum four counters). 0/3. 

5 


} Coal Golem 

: 3B Nea Golem: Add @@@ to jou mana pool. 3/3. 

: Coat of Arms ART OR e EX 
: Each creature gets +1/+1 for each aia creature in play of the same 

: creature type. 

© Coiled Tinviper ee TM 
H First strike. 2/1. 

£ Cold Storage 


oo ™M 
@: Put target creature ge abe on 5 Shope Sacrifice Cold Storage: 
Put all creatures on Col — ply. Aas sih 


Trample. Does not untap. by opi Coess during your upkeep. 9/9. 
2 


+ Conch Horn 


®, ®, Sactfice Conch Hom Draw 2 cards. Place any single card from your 
hand back on top of your _ 


: Conservator Ue @ LUR 4th 
; @®, @: Prevent up to 2 de to you. 
© Copper Tablet ART Ue @ LU 
Enoch player takes 1 damage Fg Ne: <a 
Coral Helm AQ, 4th, 5th 


@,, Discord 0 card ot ‘ibe wie yh creature 12/42 until end ~ 
@ 


; Crown of the Ages 


@, ©: Switch torget enchantment from one creature to another. The 
enchontment’s controller does not change. Treat enchantment as if just = 


At the end of your turn vo Golem phases out. 3/3. 
LU,R, 4th Sth 
®: Goin 1 life for any blue — aie Can only qe 1 life per spel. 
Opponent must discard to four - Pres Nae phase. 

Scroll ART ooee TM 
@,®: Nome a card, Target pie chooses a val ot random from your 
hand. Ifhe or she chooses the named card, Cursed Scroll deals 2 damage to 


H ret creature or aor 

5 Cursed Totem R oo @ MG 
: Players cannot use any ps abilities requiring on activation cost. 

= Cyclopean Tomb ART = eee 

: @, @: Tum target land into a swamp. If Tomb leaves play, each tum one 
land eR Cea i {your choice) retums to normal. 

+ Dancing Scimitar @ AN,R,4th 5th 
: fe, 1/5. 

> Dark Sphere ART =U ee Ok 


@, Sacrifice Sphere: prevent half of the ie done to you by a single 
source, rounded down. 

Ue o FE 
®, Socrifice Cone: If target creature you control attacks and isn’t blocked, it 
deals no damage and you gan life ne to its power. 


® FE 
@, ®: If target creature you control attacks and isn’t blocked, it deals no 
damage to opponent this turn; instead put a cube counter on Delif’s Cube. 
Pay @ ond remove a cube counter to regenerate target creature. 
Recs @ IA 
@: Bury target permanent you own. No No realy, = what this cord does. 


: ae. — eee @ OK,4th Sth 


jenerates. 4/4. 
R ee VS 
@, ©: Puta Prism token into play. Treat as a on 1 artifact creature. 
Sacrifice a Prism token: “ ae ~~ of any color to your mana pool. 

5d 


i Didgeridoo 


"8: Toke a Minotaur from ee hand and nl po it — into play. 
RT R eee LU,R,4th, Sth 
henever o land is destroyed, its controller kes? 2 damage. 


i Dingus Staff ART =U 9 


2 
henever a creature is put into om graveyard from play, Dingus Staff deals 
2 damage to that creature’s controller. 


Magic: The Gathering, the top symbol () ond the mana symbols (4, @, , @, 3) are registered trademarks of Wizords of the Coast Inc. 


Name Kind CR Rating Cost Sets Found Name Kind (CR Rating Cost Sets Found Nome Kind CR Rating — Cost Sets Found 

Description Description Description = 
nates Sau ART R seco @& LU.R,4th,Sth : Helm of Possession ART Reo @ TM i * Jeweled Bird ART Reve @ AN, CH o 

&, ©: Opponent must discard 1 card of his choice. Play as a sorcery. You may choose not to untop Helm of Possession during your untop phase. ®: Exchange Bird for your ante (cords go to your graveyard). Draw a cord. |” jum 
Draconian Cylix ART oR ® 2 @,@: Socrifice a creature: Gain control of target creature as long as you Jinxed Idol AT Reer- @ IM 

@, ©, Discard a card at rondom: Regenerate target creature. : control of Helm of Possession and Helm of Possession remains tapped. During your upkeep, Jinxed Idol deals 2 damage to you, Sacrifice a creature: eae 
D Ceo @ AQ,R4th,Sth ~:~ Hematite Talisman ART Ue 


Ebony Rhino AC Ce  @ HL 
rample. 4/5 H 
ber ART Re @ ™ : 


ragon Engine AC 
MD: a7 until end of turn. 1/3. 
Dragon Mask ART OU 


ooo 86 VS 
@, : Torget creature you control gets +2/+2 until end of tum. At end of 
tum, if that creature is in Pay retum it to its owner's hand. 
y Horse ck oe 3 
@, : Untop one of your attackers. Treat target os if it never attacked. 


©: Opponent chooses a creature he controls. Put a token creature info play: 


4 
and treat it as a copy of that creature. Creature is unaffected by summoning 
sickness, At end of tum, me a creature from game. Play as a nay 


Elixir of 


ooo 6 
Comes into play tapped. @, Sacrifice: Gain 4 life. «®, @, Sac: Gain 8 life. 
ane ee et ee st 


IA, 
@,@: Place the top card of your library face up in front of you. You may 
play that card as though it were in your hand. It you do not play it by your 
next upkeep, remove It er “a ae 
e 


yre 
®, ®, Soctifice Lyre: Target creature gets +2/+2 until end of tum. 
i T Re 6@ 


Emerald Medallion 


Emmessi 


Ersatz 


Your qeoen spells cost @ less to play. 
ome ART 
@, ®: Drow two cards, then choose and discard card. 
izer AC ee 
@: Put a +1/+1 counter on Energizer. 2/2. 
Gnomes AC OU ee 


3 
©: Torget spell or permanent is colorless until end of tum. 1/1. 
ART R eece @ 


Ensnaring Bridge 


Essence Bottle ART 


bd 2 IM 

® Sociifce 0 basic land: Tage creature gains that landwalk until end of tun. = : 
Erratic Portal ART R eooe EX: Iron-Heart Chimera MC Ue @ sf 
@®, ©: Return target creature to owner's hand unless its controller pays Tone : 
Feldon’s Cane ART ( ecco @ AQ, CH,Sth 


Each creature with power greater than the number of cards in your hand 
cannot attack. 


@,@: Put an elixir counter on Essence Bottle. @, Remove all elixir 
counters from Bottle: oe life for each elixir counter removed in this way. 


©, Remove Cane from game: Shuffle your graveyard into your library. : 
Fellwar Stone ART | eoew @ Dk th Sth 


®: Produce | mana of oy Ea = opponent's lands may aaa 
eee 


Feroz's Ban 


re 2 
Comes into play topped. @: Add @ to your mano pool. 
Floodvater Dam woke O 


Summon spells cost an additional @ to cast. * 
i ART eee 


MG 


Al 
®@B@, S: Top X torget lands. 
AC R eee 


6 ™M 
@, Choose and discard a card: Flowstone Sculpture gains flying, frst strike, or 


‘rat janently, or put a +1/+1 counter on Flowstone Sculpture. 4/4, : 
—— PART ‘ ith Hi 


oo @ R,4 
: Give target creature flying until end of turn. If target is destroyed 
blo end of turn, so is Flying Carpet. 
's Tome 


oo 6©@ TM 
@,@: Drow a cord. Use this ~ only if you have no cards in your hand. 
Forcefield ART oe LU 


Glasses of Urza ART 


®: Torget unblocked creature deals only 1 damage this turn. 
Amulet ART R eee 


6 
Pay @ during upkeep or destroy Forethought Amulet. Prevent all damage 


over 2 done to you by a sorcery or instant. 
fouth ART ( eeee @ DK, CH,Sth 
(2, @: Goin | life. 
Bow ART =U ee 2 A 3 
@, ©: Give target creature first strike until end of turn. 3 
of Mi ART R eee = @® 


All mountains produce an extra @. All red creatures gain +1/+1. 
of Chaos ART R eee =6@ 


©, ©, Soctitice Gauntlets: Toke control of an opponent's land, creature, or 
artifact. Then qve that opponent one of your permanents of the same type. 
Destroy all enchantments on —— 

oo ¢ 


@: Look ot opponent’s hand. No, his cards! 
h ART Re 


®, Sacrifice Lyre: Flip a coin, If you win, target opponent takes damage 

equal to the number of creatures you control. Otherwise, you take damage 

equal to the number of ym = opponent controls. 
° + 


®, ©: Bury all Antiquities cards. Wee hah! : 

AC ( ooo AQ,4th,Sth =: 

®: Do | damage to a ve ain eg 2/3. : 
Mana Battery RT co 6 


@, : Puta counter on Green Mana Battery. @: Add # to your mana 
__ pool. Add @ for each ae you remove as well. 


Ree @ TH: Solum 1 


®, ®: Put the top two cards of target player's library into that player's 
Laem If both cards share at least one color, repeat this process. 

inning Totem ART R seco @ 
@, ©, Socrfice Totem: Search target opponent's library for any cord and 
put it a in front of you. You have until the beginning of your next 


upkeep fo play the cord as though it were in your hand. 
Gustha’s ART 


All spells cost @ less to play. 
Helm of Chotzuk Mr 


Re @ Ai 


If you lose control of Scepter, put all cards under it into your graveyard. @: 


Put ony card from your hand face down under Scepter. You may look at that i 
cord at any time, 4: Return any card under Gustha’s Scepter to your hand. 
Heartstone ART U eee @ SH = 


The cost of each creature ability requiring an activation cost is reduced by 
®. This connot reduce an ability’s generic mana cost to less than a. 
of i ART J oo 6S 


@, ©: Give torget creature banding until end of tum. 
Helm of Obedience ART 


Reece A: 


%, ©: Put top cord of opponent's library into his graveyard. Continue until 
you have put X cards or 0 creature card into that graveyard, whichever 
occurs first. If the lost card pt into the graveyard ts a creature, bury Helm 
and put that creature into pl 


ANR At: 


2 fe 


4 ™ i 4 


16,CH5th 3 


LUR4th,Sth 3 
3 wi 


LG. § 


lay under your control as though it were just cast. : 


®: Untop o permanent. Use this ability only when a red spell is successfully i 


cast and only once for each “ spell cast. 


Hive, The ART RR ee 5 LU,R,4th, Sth 
®, ©: Creote o Giont br token, a 1/1 flying artifoct creature. 
Horn i AT R eco @ 16, CH 


Horn 


@, @: Torget creature = damage in combat this tum. 
Whenever any player ploys a land, that player draws a card. 
ART =U ee 


Hornet Connon 4 SH 


ce Cauldron 


Rove ME ly 


Us @ we 


AQ i 


£ Jandor’s 


= Jester’s Mask 
WS : 


LURAt St: Jet 
: Your black spells cost @ less to play. 
Jeweled Amulet ART 


@: Tromple until end of tun. 3/4. 
jonary Mask ART R 


Iron Star 


@, ©: Put a Homet token into play. Treat this token as a 1/1 artifact 
Greature with flying that is unaffected by summoning sickness. At end of 
tum, destroy the token. 

des xX Ue @ 


Rampage |. 2/2. Beware the angry toaster. 
et oe 


During each player's draw phase, that player draws on additional card. 
ART R coo =6@ 
®, ®: Puta spell on Cauldron if there are no charge counters on it. Put X 
ame counters on Cauldron. You may cast that = os though it were in 
id mona of 


your hond. @: Remove the charge counters to ie type used 
to put the counters on Ice Cauldron to pe mana pool. This mana can only 
be used to cast the spell on “4 of Ice Cauldron. Bich, blah, blah, blah... 
i ART U eeece @ LU, 
®, ©: Top torget land, creature, or artifact. 
AC Ue 


oo 68 Lu 
®: Summon a creature face down. You may add to the casting to hide 
the creature’s true cost. Once the creature does damage, taps, or takes 
domage you must flip the creature over. 

of Sacrifice ART 


®, ©: Sacifice to odd 2 mana of any one color to your mana pool. 
i ART R ee 4 IA 


poy @ during any upkeep to remove a time counter. All creatures gain 
+1/+0 for each time counter on Infinite Hourglass. 


Attacking does not cause lron-Heart Chimera to top. Sacrifice: Put 0 +2/+2 
counter on target Chimera and attacking doesn’t couse it to top. 2/2. 

ART o ©@ LUR4 
®: Gain | life for any red spell cast. Con only give 1 life per spell. 


: Ivory AT Ue ® 
3 Fin 1 life for any white spell cast. Can only give 1 life per spell 
Wory Tower ART eecoe @ AQ,R,4th 
At beginning of your upkeep, qo 1 life for each card over four in your hand. 
i's ART Ueow @ WL 
@®, ©: Target creature gains flanking until end of turn. 3 
ART R ee ® LUR4th,Sth = 
@®: Redirect all damage from any creature to yourself. : 
ART =U eeee LU 


@: Statue becomes 0 3/6 creature. Use only during an attack phase. 
ART Ree @ 


ome a Y 
@, ®: Drow 0 card ond then discard o card of your choice. : 
5 king AT Re @ ANR = 
@, &: Discord o cord els drew, ond draw another to replace it. : 
T Ree @ AN,R, 4th, 5th 


@, ©: Untop torget creature. 
Automaton AC 
ff Automaton attacks, untop all creatures defending player controls. 3/2. 
Tome ART R cece 7 
@, @: Drow o cond. 


4 WA5th = 


s Cop ART R e000 
@, ©: Sacrifice to look through target player's library and remove any 
three cords from the ‘ar 
Comes into play tapped. @, , Sacrifice: Switch opponent's hand with the 
same number of cards of v! oy from his library. 
oe 


@, ©: Place o charge counter on Jeweled Amulet, noting what type of 
mana was used, You may not use this ability if there is a charge counter on 
Jeweled Amulet. @: Remove the charge counter to add 1 mona of the 
Oppropriate type to your mana pool. 


Joven’s Tools 


Roe @ SH 


MG: Kormus Bll 
2 LURedth Sth Key 


ie 
5 NG i 


: the top of your library rather than your graveyard. 
H Lite Chisel ART ; 
Roe 2 FE 


sth 
Put a time counter on Infinite Hourglass during your upkeep. Any player may 


th,Sth Uving Wal 
: unts as 0 wall. @: Regenerates, 0/6. 


LURAth, Sth; 


ts @ wi 
ni H 
@ LURAW SH: Mona 


Ree 6 wi 
3 upkeep. Does 1 damage to py if Voult is tapped at the end of your upkeep. 
: Mona Web ART R ee@ =6@ WL 


2 ™ : 
Jer @ hi 


: a Tome ART R eee 86 
;: ch your library for five cards. Shuffle and put these cards face down under 


Target opponent gains control of Jinxed Idol permanently. 
Jinxed Ring ART Ree @ SH 
Whenever ony card is put into your graveyard from play, Ring deals 1 damage 
to you. Sacrifice a creature: Target apes goins control of Ring permanently. 

AR o 6 HL, 5th 


@, ©: Target creature can only be blocked by walls until end of tum. 
i AC coe R 
ust attack each tum if possible. Can't be blocked by walls. 5/3. 

Juju ART i r 
CU: @®. If you ploy o cord, bury Bubble. @: Gain 1 life. 
Voult ART R eee = @ 
@, ®: Place top card from your library face down under Vault. Sacrifice 
Vault to discard your ve, replacing it with the cards under it. 


R ee ® UR, 
Treat oll swamps in play as 1 { 1 creatures that can be topped for #. 
Shield AR o 2 


@, ®: Give target creature you control +0/+X until end of tun, where X 
is the torget’s casting cost. Target deals no damage this turn, 
Lopis Lazuli ina ART . 2 IA 
a: Uniop a permanent. Use this ability only when a blue spell is 
successfully cast and only once for each blue spell cast. 
| imera AC o 4 VS 
Tromple. Sacrifice vail Chimera: Put a +2/+2 counter on target 


Chimera ond it gains ar, permanently. 2/; 


ta 5 NG 
If Golem attacks, it doesn’t untap during your next untap phase. 3/5. 
ART ooo 6 LU, 4th, 5th 


ary 
Skip 4, Sa phase. If forced to discard, you can choose to discard to 


ooo 6 LG 


Sacrifice a creature during a to gain life equal to its toughness. 
life Matrix ART R eoo 


®, ©: Put o counter on target creature. Use this ability only during your 
upkeep. Remove a counter from a Poe Regenerate the creature. 

ion’s Eye Dis phe 
Sacrifice Lion’s Eye Diamond discard your hand: Add three mana of any one 
color to your mana pool. Like a Black Lotus, only, not. 

iving Armor ART ( coo = @ OK, CH 


crifice Living Armor to put a +0/+X counter on a target creature, where X 
equals the creature's oa | cost 
j te LUR 


IJNIH@AHLVS FHL 


Dregs of Sorrow: Welcome 
to Combos Unglued, where you 
-get a sneak peek at WotC’s 
new kooky Magic set and as 
many puns as we can come up 
with until we're all tapped out. 
Here’s an eggxciting combo. It 
doesn’t go over easy, but when 
it works itll send your 
opponent's creatures 
scrambling for the graveyard 
while your hend size gets 
bigger. Of course if you roll a 1 
you're cock-a-doodle-screwed. 


Lodestone Bauble ART R eee @ Al 
®, ®, Soctifice: Put » to four basic lands from a player's grveyad on 
of his library. That player draws a card ot the beginning of the next turn. 
ART ( eee =® 
®, Sacrifice Lotus Petal: Add one mana of any color to your mana pool. 
i U ee E vs 


@: Put a counter on Magma Mine, @, Sacrifice Magma Mine: For each 
counter on it, Mine deals | damage to target creature or player. 
ic Web AT Re @ 


fa creature with plas hig fp all creatures with magnet counters that 
atrtocker controls attock if able and all creatures with magnet counters that defender 
controls block that creature if able, a, @>: Put a magnet counter on target creature. 
Malochite Talssman ART Ue 2 A 
@: Nea a permanent. Use this ability only when a green spell is 
successfully cast and only once for each green spell cast. 
Mana ART Reeve @ PR 
@: Add @ to your mana pool. Every upkeep flip a coin, opponent calls it 


IF he calls it correctly, you lose 3 life. 
Matrix ART R ee 6 1G 
: — to cost an instant, interrupt, or enchantment. 
Mana Pris ARI Yee @ MG 
®: Add 1 to your pool. ,@: Add one mana of any color to your pool. 
Voult ART R eee = @ L 


UR, 4th, 
@: Add 3 to your mana pool. 4: Untap Mana Vault. Use only during your 


Whenever any land opponent controls is tapped for mana, top all lands he or 
she controls that can pete any Nps of mana thot land con produce. 
| a ie 


®: Add one colorless mana to your mana pool. 1/1 < 


Tome. @: Instead of drawing o card, add top card fro, Tome to your hand. 
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Sets Found 


Name Kind CR Rating — Cost 
Description 
Marble Diamond AT Yee NG i 


Comes into play tapped. @: Add a to 0 your ar pool. 
Marble Priest AC Ue 


All walls able to black Marble Priest must do so. Nb Priest takes no 
copes combat from walls. 3/3. Really! Who's gonna use walls? 
i AC Ue 5 


opi 

1: Regenerate and put 0-1 ale counter on on ans Golem. 3/3, 

Diamond 

When Mox Diamond comes into ihe che oe discard a land card or 

sacrifice Mox Diamond. «: Add one mana of any color to your mana = 
o J ee @& EX 

}, @, Choose and _ a cord: Regenerate a creature. 

stone ART OR 


Creatures with power greater than 2 ae Not untop i untop phase. 
ART R eee 


from pe Toke one card from the remaining pile and put it into your hand. 
All ‘A back costs are reduced by @ : Shuffle the remaining cards into your library. H 
Metalic Sve Ce @ TM; Phyrexian Spicer ART U ese 2 TM i 


_ Metallic Sliver counts as a sliver. 1/1. 


AR eee AQ: 
AQ Ath Sth 


All ag creatures gain +1 /+0. 
ART U eee @ 

2, ~ Take the top 2 cards from target player's library and place them in 

- that ployer’s graveyard, 

Stone ART ( ee 2 WL 

®: Add one colorless mana to your mana pool. «@, @, Sacrifice Mind 

_ Stone: Draw 0 card, 
Automaton AC 


on Automaton. Remove 2 + ier canes fom Adon: Draw a cord. 0/0. 
© Mirror Universe 16 
®: Sacrifice Mirror Universe dung. your ee : trade life points with 
__ opponent. Comes into play Ip ped. 
Coge AR 


At end of target opponent's upkeep, if that opponent has 5 or more cards in 
__,hond, Misers, Cage deals 2 damage to him or her. 
a's Groundbreaker ART «=U ® 4 Al 
©, Sacrifice: Target land becomes a i 3 artifact creature. 
Mishra’s War Machine A Re 7 LUR 4th 
Bands. Discard 1 card from your hand during upkeep or Mishra’s War 
Machine taps and does 3 bad to You: 1S. 
Connon ART =U @ 2 
@: Target creature you control gets +1 740 and gains flying until end 
turn. At end of turn, ~~ that creature 
Diamond 


Yoo @ MG card to another. If the second card’s 
z Pay att play tapped. — Add - to your or pool. uy aed cre 2 mA os ne cote 
5 it 
&: Add @ to your mle cpu eee 
* Mox Jet R eeeee @ LU Only a villain would unleash a giant fan 
e: en ® to your mona ing on anyone! 
© Mox Pearl R eccee @ Lu 
®: Add a to your mana a 
© Mox R RT R eeeve @ Wu 
oF Add @ to your mana —- : 1 
© Mox Sapphire eooee 4 
©: Add @ to your mana pool. Phyrexian War Beast AC ( coco @ Al 
~~ Compass Ker ow 62) Nl If War Beast leaves play, sacrifice a lond ond take | damage. 3/4. 
®, : Torget mano-producing land becomes a basic land type of your Phyrexian Walker Ko Ge 0 3 
choice until end of turn, 0/3. Oof. Even worse than the Omithopter! H 
Nocre Talisman \ on 2 ia: Pit Trop ART oo 6 lA: 


3 - 0 permanent, Use this ability only when a white spell is 
successfully cast and only once for each h white spell cast. 


rity 

CU: @. Instead of their normal mana, ‘ins produce @, islands produce 

~ swomps produce a, rama ipi produce “< and forests produce a 
i\ K 


oa as 0 wll. «@: Remove a creature in your ore from game. Put 
a +0/+X counter on Necro} a Xi ; the creature's cost. 0/1. 
ary s coe 
b, @: Destroy all aR. emer Comes into play tapped. 
North Star Re 4 


®, ®: You may cast one ee this tum using mana of any color. 
Nova Pentacle ad 4 
&, ©: Redirect all | damage done f you by one source to target creature of 
opponent's choice, “No va” means “no " in Spanish. 
rooch ART R sooo 


EX : 
2, ©, Discard your hand: Counter target noncreature spell. Play this ability  : R 
AT Ree @ Wi 


as on interrupt. 
ull Rod 


Players cannot play any we ae s requing an activation cost. 
of Undoing 


B , CH, Sth 
@, ©: Toke one of your ede in ingly back to your hand. : 
Golem AC Ue 6 LUR 4th : R 


Obsianus 
bg We like to call him Lorry 
ar [ hf iy rol rite 2) 
nulet goes to any grove rom ly, its controller gains 2 life 
Talisman 2 ? 


&: ai a permanent. te a diy only when a black spell is 
— ly cast and only once for each h black aa cost. 


Flying. 0/2. Despite what Tom Saw thinks, ts card still sucks. 

B/D 

3): Flying until end of tum. 1. 
Gnomes AC 


Choose and discard a card: Regenerate Patchwork Gnomes. 2/1. 


HIG INQUEST 41 


Phyrexian Hulk 


Phyrexion Marauder AC 
LUR Ath Sth 
ioe ART 
Ree @ hse 

Comes into play with two +1/+1 counters. 1, Discard a card: Put a +1/-+1 counter 


Ree 6 MG : 


3 i: 


LUR Ah Sth: 


Rack, The ART oo @ 


Razor Pendulum ART 


AQRAt, Sth: 


Ve ¢ wh igo 


At the end of torget oe 5 wes if that pe has two or fewer 
cords in hand, Poupers Seay damage to aa or her. 
Medallion | 


Your white spells cost a less to ia 
entagram of the Ages ART R seo = @ 
@, ®: a all ao done ne you from te source. 


Phyrexion 


If Pin ry s font is seven or greater ma it 0: Remove the 
top card of your library from the game to put a +4, 
Devourer, where X is equal to that card’s H's casting cost. | 


Phyrexion Dreadnought ACR ee 1 mg : R 


Trample. When Dreadnought comes into py, sacrifice a number of crea- 
tures with total power 12 or more, or bury eadnought. 12/12. 

exian Furnace ART =U ee 1 

©: Remove the bottom card of target pie 's graveyard from am 1, 
Sacrifice: Remove a card in ony graveyard rom nd game and draw a card. 
exion Grimoire ART R 

©: Torget opponent chooses one ofthe the top 7 cards in ~ graveyard. 
Remove that card from the een ond put the = into your hand. 


Comes into play with X +1/+1 counters on it. Marauder cannot block. 

Marauder cannot attack unless you pay ® for — counter on it. 0/0. 
xian Po ART OR 

: Target opponent looks at the top rf cords es your library and separates 

them into two facedown (8 Choose one of those piles and remove it 


2, @: Choose flying, first strike, trample, or shadow. Target creature with 


that ability loses it until end of tun, Another target creature goins that ability : 
Ue 6 NG i 


until end of tur. 


2, @, Soctifice 0 creature: Draw a card. 


2, ©: Move target counter from one 


2 ®, Socrfice Trop: Bury target non-lying creature that is attacking you. 
Gate Aer R ee 6 1G 


Pay @ less when casting a summon spel. 
cul s: ART oR SH 
Whenever Sa creature comes into plo by vi law ore two or more other 
creatures in play, set that creature aside. If Portcullis leaves play, put the 

Bo into play under Bsa eee 's control. 


When cast, choose whether to make Pima Clay o A /6 wall, 43 3 ground 
creature, or 2/2 flying creature. 


Puppet Stri ART eeee ™ : 


®, @: Top ot untap target creature. 
jamids ART Ree @ AN 
@: Prevent a land from being destroyed. @: Remove on enchantment 
from a land. 
AQ,R,4th 


Bo 1 damage for each card ay three — has during upkeep. 0, 


2: Prevent 1 damage to any torget. Rok -- to owner’s hand at 

end of turn. 

R ee 4 MG 
If ony ployer has 5 or less life ot the end of his turn, Razor Pendulum deals 
2 damage to him. 

‘ed Mana ART R eee = @ 
2, ©: Puta counter on Red Mana Battery. 


®: Add @ to your mana 
pool. Add @ for each counter you removed as well 


Reflecting Mirror ART Ue @ ok : 


#X, @: Redirect spell trgeting you to player of your choice. X is equal 
to the casting cost of = n 


Relic Barrier ART U cece @ LG 
©: Top torget artifact. 
: Ringo of immortals ART Re 5 1G 


5, Sie Instead of drawing a cord, select o cord from outside the game. 


sth : 


rig on Phyrexion = 


Re ® VS: 


Rath Sth 


64th: 


®: — interrupt WF gs py torgefing a permanent you control. : 
> - 


TM = Sandals 


5 Sands of Ti 


: Sentinel 


Serpent Generator 
Serrated Arrows 


: Seated 


i re 
Counts as a wall. If Shield Sphere is assigned as a blocker, put a -0/- 


Shull 


Wall Y coo & SH 
Shitting Wall counts os a Wal Shifting Wall comes into play with X +1/+ 
counters on it. 0/0. 
isay’s Ri AT Ce 4 VS 
@: Md two colorless mana to your mana pool. 
ope ART Y coo @ A, Stk 
©: Soctifice o creature to do 2 damage to any target. 
Skul of Om AT Yee @ 
, ©: Bring on enchantment card from your graveyard into your hand. 
i ART U eee 8 @ M 


Name Kind CR Rating Cost Sets Found Name Kind CR Rating Cost Sets Found 
Description Description 
’ Cage oe MG Ring of Renewal AT Ree 6 FE 


"5. ®: Randomly discard card from your hand to draw two cards. 


: Rocket ‘Louncher ART = ee 


4 AQR 
®: Do | damage to any target. If it is used, Louncher is destroyed at end of 
tum. Connot be used the tum it comes into play on = side. 

ART J eee 


= Rod of Ruin LUR 4th, 5th 
: &, ©: Do | damage to any target. 
: Roterothopter nC t HL 
Flying. @: +1 /+0 until the end f turn. m. You connot spend more than @ 
this way each tum. 0/2. 
edalion ART Re @ ™ 
our red spl cost «® less to play. 
Arch ART = R ee 3 IA 
Comes into play topped. &, @: Sacrifice to make X creatures with power 
no greater than 2 unblockable this tur. 
Runesword ART ( ¢ 6 Ok, CH 


@, &: Give sly attacking creature +2/+0 until end of tum. Any 
creature damaged by target creature is removed from game if it dies this 
tum. Destroy Runesword if be es leaves play before end of turn. 

of Abdallah 4 AN 
2, ®: Give islondwalk to o creature ont end of tum. If target creature is 
destroyed before end of tum, so is Sandals of Abdallah. 

Golem AC Ueoe © MG 
If a spell or effect controlled by an opponent causes you to discard Sand 
Golem, put Sand Golem from your graveyard into play at end of turn with a 
+1/+1 counter on it 3/3. 

of Time MRT R ooo @ VS 
Each player skips his untap phase. At the beginning of each player's tun, he 
untops each of his tapped artifacts, creatures and lands and taps each of ‘his 
untapped artifacts, creatures and lands. Sands of Time doesn’t affect itself. 

ire Medallion ART Re @ TM 
Your blue spells costs > less to play. 

ing Tongs AT Re @ TM 
During your upkeep, if you have three or fewer cards in your hand, Scalding 
Tongs deals 1 damage to target opponent. 


: Scarab of the Unseen ART Ue 2 Al 
: ®, Sacrifice Scarab: Return all enchantments on target permanent you own 
to their owners’ hand. Contr. 

Scarecrow AN Ue 5 Ok 
©, ©: Prevent all damage to you from m fying om this tum. 2/2. 
Scroll Rack ART =R ee TM 


oc 
®, @: Choose ony number of cards in your m ond set those cards aside, 
Put on equal number of cards from the top of your a into your hand. 
Then put the cards set se hs this he on top of your library in any 3 
* 


*=1 when cast. When blocking, you may make * equal 1 + the power “ a 
creature Sentinel blocks. When attacking, you may make * equal 1 + the 
power of creature blocking a : fs +1 oe when played after An 


@, @: Put a Poison st.. ~h a vy vA orto creature, in io Ifa 
Snake damages opponent, opponent gets 1 poison counter. 

MC ae HL 
Put three arrow counters on oad Arrows when it comes into play. @, 
Remove one counter: Put a -1 /-] counter on target creature. 


Biskelion AC OU ee 3 WL 
: Put-1/-1 counters on Biskelion and on target creature. 2/2. 

peshifter AC Yee @ AQ, 4th, Sth 

*=any number from 0 to 6. Choose * when Shapeshifter is cast and uring 
each of your (pm Nr Zh 

jeld of the Jos @ IA 
2: Prevent | Fags to - 

Jee @ Al 


_ counter on it. 0/6. 


y 
ee into play topped. sf mo “4 to aaa mana pool. 


2 EX 
caer: All creatures you ai pri ying — end of tum. 


: Snake Basket 


%®, Sacrifice Snake rie “i X Cobra tokens hd play. Treat these tokens 
as 1/1 green creatures. Play this ability as a sorcery. 


—= 


Name Kind CR Rating Cost Sets Found Nome Kind CR Rating — Cost Sets Found Name Kind (CR Rating Cost Sets Found 
Description Desciption Descifon 
Snow Fortress i Torture Chamber ART Rew @ ™ Wand of Ih ART U coo OK 


AC lA 
Counts as wall. a: +1/+0 until de oft turn. @: re +1 until end of turn. 
®@: ipo ] damage too be 3 attacking — /4. 


Sol Gra Al 
When Sol Grail comes into play, you must 05 Ray a color. But choose 
ose @: Add one mana of the chosen color to your mana pool. 

a U cccce @ LUR 
id 2 to your mana pool. 
sade Digger ART R eee @ Al 


®: Put the top card of your 7 a on the 1s of your library. 
Soldevi G 

Does not untap during your untop phase, @: bg your upkeep, untap 
one of opponent's creatures to untoy Sede Gol 4 5/3. 


Soldevi Sentry AC Al 
®: be Target crn ay wo Wi. 
Soldevi Simulacrum 4 IA 


CU: @. @: ee eae E yA 


Soldevi Steam Beast AC 5 Al : 


Whenever Soldevi Steam Beast saat topped, target opponent gains two 
life. @: Regenerate. 4/2. 
Soul Net ART =U ee o 
®: Gain | life when a creature is geod in the graveyard, 
Spellbook ART . 0 


Skip you discard phase. 
Sphere of Resistance ART 
spells cost an 7 ; to har 
Spirit Shield ooo 


ap leave Spirit Shield tap Ei your untap phase. 

Squee’s Toy C 

e: rat ’ damage to oy ce Get it? Squeeze Toy? Groan. 
e 


Staff of the lA 
Creatures vith londwalk ability may be blocked ai normal, 
taff of Zegon ART Ce AQ 
@, @: Moke target creature -2/-0 wnt end of rl 
Soni tones ART Use @ Dk 


a ha Pay 1 life to add 1 jams of any ¢ color to your mana pool. 

ati 3 

Pe cannot untap more ig two pores during their untap phases. 
em 

You cannot play summon ¢ oo cre or 3/4. 

Stone Calendar 
Your spells cost «@ less to pl cry costs oat go below 0. 

Storm Cauldron TR eee A 
During each ph s tum, that player may put one additional land into i. 
Whenever a land is topped for mana, retum it to - owner's hand. 

Straw Golem AC OU ee 
If ony opponent successfully costs a summon or atc creature spell, hi 

re - ae puft and blow (bury) Straw a down, 


ry 

hen ae ioe to the inera, oll i @ to your mana pool. 4/4. 

ingeee ART . re Mir 4th 
hite ed a your mana om con ke tel as white or red mana. 
Sunstone 3 
®: Sacrifice a retag: » ad ake al creatures deal 0 damage. 

Sword of the Ages 6 16 
Enters play topped. @, wre ded and any number of creatures you 


control from the game: “Deal damage fo one target equal to combined 
amount of creatures’ power. 

Sword of t sen ART Reo @ SH 
®: Target legend gets +2/+2 until end of turn. 

Toblet of Epityr AT (co 6@ AQ 


@®: Gain | life when an ya is pd in the more, 

Tawnos's Coffin 
@, @: Torget creature is me out of play 4 as long os Coffin 
remains tapped. If Coffin is untapped or leaves play, creature returns to play 
topped. You may choose not to untap Coffin. 

Tawnos’s Wand ART U eee AQ, 4th 
@, ®: Target creature with power no greater thn 2 may not be blocked 
until end of turn. 

Tawnos’s Weaponry ART 
@, ®: Torget creature gets +1/+1 os long as Weaponry remains topped. 


Y cco @ 


2 Touchstone 


i Triassic Egg 
: 3 


LURAth Sth: 
X 
Re @ Ki 


3 FE: 
@, ®: Moke target rc 0/12 as long as Spirit Shield is topped. You: 


AQ Ath Sth § 


your upkeep, put a counter on Chamber. At end of your tum, Chamber 


deals | yess fo you for each counter on it. 8, @, Remove all counters from : 


Chamber: Chamber deals 1 damage for each counter on it to target creature. 
NT ue @ Ww 
©: Top torget artifact you do not contol. 


Tower of Coireall AT Use @ OK : 


®: Moke a creature rgere by walls until end of turn. 
ooo 


i Transmogrifyin 


Counts as ale ®,e ‘hd loses this ability and becomes a creature 
enchantment thot reads “Enchanted creature % +1/+1 and counts as an 
artifact.” You may pay @& inf. end this ated. 


: Triangle of War 1 VS 


@, Soctifice: Choose a creature A Seo and 0 creature an opponent 
controls. Each creature deals ae equal to its een to the other. a 
Put a counter on Egg. : If there ore re counters on Egg, you may 
sacrifice it to put a creature in your hand or graveyard directly into play. 


tiskelion A Ree @& AQ,4 
Give Triskelion three +1/+1 oe when cast, Discard a +1/+1 counter 

to do] an to ony vg Nd : 
oe 


ans Fe 
‘ap an untapped creature you control: sin ing deals the creature's 
pat in damage to target ie or blocking — with flying. 


You may choose not to ~~ saa during = phase, : Urza's Avenger AQ 4th Sth 
bay ag MG : —— @: Avenger gets -1 /-1 ond a either flying, boning, first strike, or 
Flying, ample, rampage 4. Counts os a 0 Dragon. 5s : trample until end of turn. 4 
Teferi's Puzzle Box ART R eee VS = Urza's Bauble T oO 1A,Sth 


Date Eee layer’s draw, that player counts the as in his hand, puts those 
the bofom of his ki bo ath then = that number os 
Teleth AC 


Top a creature you control: Th gains thing until end of tun, 3/ ‘ea 

Telim’Tor's Darts 2 MG 
@, @: Do | damage to =— ployer. 

Tetravus 

Flying. Gains three +1 /+1 oui pad cast, In your upkeep, 7 may 

move ony of these counters on or off Tetravus. The counters are 1/1 flying 

artifact creatures that cannot be enchanted. | A 


Thopter Squadron ACR ee x : 


Flying. Comes into play with 3 are counters. BY Remove o counter: Put 
1 Ayig arf rtfact creature Thopter token into play. Play as a sorcery. a, 
aie a Thopter: Put a by counter on Squadron. Play as a sorcery. = 
Thran Forge RT Uco @ 
° Until end of turn, target aelhat on creature gets +1 /+0 ond is on 
+ creature. 
ea Tome 4 WL 
&, ©: Reveal the top 3 an a your By to target opponent. Bury one 
of those cards of — - ae Draw the remaining cards. 
Throne of Bone Ue @ LU,R,4th, Sth 
®: Goin 1 life each time . o -~ is cost. Use ao once per spell. 
TeEWS 
During your upkeep, if you i five or more co in your hand, 
Thumbscrews deals 1 ~ to target op opponent. 
* 


Time Bomb 1A,5th 


Put o counter on Bomb din Yui. ®, ©, Socifice: Do * damage i 


to each creature and player; 

Time Vau 
®: Toke an extra turn. Comes into play tapped, and may only be bees 
if controller forfeits a tum. 

Tin-Wing Chimera ACU eee VS 
Flying. Sacrifice Tin-Wing Chimera: Put a +2/- wae counter on target Chimera 
and that Chimera gains Wi 

orm 


Torm pe T Co @ DK, CH 
@, Socritice: Remove all cards in target player's graveyard from game. 


a — number of counters on Time get 


i Urza's 5 ; 
3 aed ®: Banding until end of ium, 5 All creatures bonded with Urza's: 


6 noah; 
H Venti 


£ Vexing Arcanix 


Vibrating Sphere 


®, Sacrifice: Look at —_ mn fon opponent’s hand. Contrip. 


Urza's Chalice 


@®: Goin | life for any = cast. (ai mn only give 1 life per artifact. 


Engine gain tromple until end 4 tum. 1 
rza's Miter R 3 AQ 
e: ae a card when one fo your ais er to the graveyard. 


@ &, @: Put X charge counters : Botte. Pay os 05. sorcery. At the 
being of your main phase, if Bottle has any counters, tap Bottle and 
remove all counters from it to add that much mana to your mana pool. 

R ecco @ IA 
@, @: Make torget player nome a cord ond tum over the top card of his 
librory. If the player's quess matches the card, itis placed in his hand. 
Otherwise, it is put in the opera and that Hye tokes 2 damage. 


During your tum, all your pond ain n32/ +0. Tag all other turns, all 
your creatures get -0/-2.Vibrating pha? We “4 t even wont to know. 
Volrath’s Laboratory R eee SH 
Choose a color and a creature type. &, @: ute 0 token creature into play. 

Treat this token as a 2/2 creature of the chosen color and creature "pe. 
Doll ART ° 6 6,C 

Put a counter on Doll during upkeep. If Doll is untapped at the end of your 

tum, it does X rae to ts and is destroyed. X is the number of counters 


on Doll. sa, @: Do X rg , one aoa 
Walking Wall 
Counts as wall. @: Give Woking Wale +3/-1 ph enoble it to attack. Tis 
welt oy only be used ns per tum. 0/6. 
U ee 
Counts as wall. Bonding. wy 
Wall of Spears C ( « 3 AQ, 4th, Sth 


First strike, counts as o wall. 2/3. 
land of Denial 


2 vs 
®: Look at the top cord of target, oye’ s library. If that cord is a nonland 
card, you may poy 2 life to put it into that player's graveyard. 


Whirling Catapult 


: Winter Orb 


£ Wooden Sphere 


: Abomination 


: Abyssal Gatekeeper 


= Abyssal Hunter 


H All Hallow’s Eve 


MG i 


£ Armor Thrull 


Ashen Ghoul! 


J Binding Ago 


: Black Knight 


@, ©: Look at a cord.at rondom from a player's hand. He must discord it 
or pay life equal to | cost (1 fora a lond). 4 only during your turn. 


War Bi an 
Ls ive target creature islandwalk unten end of ot Bury target if War 


Barge leaves play this turn. 
War Chariot ART Yeo @ IA 


@, ®: Give torget creature trample until end of tum. 


> Watd U ee & 
: ne isi be If Watchdog is a dll creatures —s you get-1/-0. 1 fi, 


Weakstone 
All attacking creatures get -1 ‘. 


: Well of Knowledge R cove WL 


Any player ma pov 2 A. his or her draw ies to draw a cord. Players 
may use this ability os 1 at Sal as they aa 


e Glider IA 
2, @ Give mn of your a wa power 3 or on flying until end of o 
® 


@: Remove the top two cards of your library from the game to have 
Catapult deal one damage to each fying creature and each player. 

White Mana Battery ART 4 LG, 
@, @: Puta counter on White ihe Baty, ®: Add a to your mana 
pool. Add 3% for each counter ey removed as well. 


Each pl ly untap 1 i ig Ms h eee 
‘ach player may only untap | land during his untap phase. 
: wi pes LUR 4th, Sth 


®: Goin 1 life for ony ar vel a Use = once per spell. 


: Workhorse 


Comes into play with 4 +1/+1 counters. as 0 counter: Add one 
colorless mana to your mona ape Ply this ability as a mona source. 0/0. 


= Xanthic Statue 


a ine oe of tum, Statue is on 8/8 aia creature with trample. 
1 AQ,4th 
‘en Sr does not a a ang 1/4. 


‘a FE 
@, ©: Moke target pes ads as long os Zelyon Sword is tapped. 
You may leave Toh a Ca during your untap phase, 


: © Zuran 0 ART sooce lA 


®, Socrifice a land: Goin 2 life. tl, evil, evil! 


in Hope 
Choose an discord X cords: Look at tet oppo 
those cards. That player discards the chosen a 


M 
cand choose X of 


16,4th 
iation are destroyed 


U eee 
Green or any creatures blocking or blocked by iho 
ma combat. 2/6. 


W 3e 1G 
"Eh layer must bury a posi creature oie he controls during his upkeep. 
5 o 68 Ww 


"th Abyssal Gatekeeper is put into ms gone fs from ee each player 
chooses and buries a creature he i she agg 
eeee 
®, ©: Top target creature. Abst Hunter deok to rh creature an 
amount of damage equal to hg Hunter's power. 1/1. 

ooo 8 


MG 


2 
“pe Choose two a those ne ond put them on 
rary in any order. 
Aku Ofon t R cece G82 VS 
Trample. During your rae o opponent puts a +1/+1 counter on each 
creature he or she cea 
_ 628° 1G 


Put 2 counters on All Hale s Eve when cast. Remove a counter during your 
upkeep. After the last counter is removed, everyone takes all creatures in 
their provers and puts them directly into play. 
a= f EN M ee 5, Cy 
ring 0 creature from any graveyard into play on your power, 
Animate Deod leaves play, 7 oe is buried. s 4 
2 


© Soctifice: Puta +1/+2 counter on get creature. 1/3. 
C ee 


ossession 
Do2 damage to artifact’s eas pris its activation cost is paid. 
So 


Unaffected by summoning sickness. 4: Reto Ghoul 4 ay under your 
control if there are at least three creatures above it. 3/1 
hen Powder SOR R eee 


Toke control of a creature from on opponent's gn 
to Ashes SOR U eee 


MG 


DK, 4th, Sth 
Remove two nor-artifact creatures a the gome and take 5 damage. 

Bad Moon EN oor 2 LUR 4th, Sth 
All black creatures in play ang +] hh. 

Balduvian Dead o €6=¢¢ 
@@: Remove a creature in your fat fromgame to put into play a 
3/1 block ond red creature that is unaffected by summoning sickness. Bury 


Al 


a; at end of tun. 2/3. 


OK, CH 
ary ®: Banshee does X damage, fof to you Ping md ond half to ony 
AB Le (round down). 0/1. 
Back Wurm SC U ee 
©: Torget green creature oo Wurm am ges - | y if te by of tum. ie 
Baron Sengir 
Ping. Gets +2/+2 taae for [Fine creature ook we oa ard on iit” 
where Baron damaged it. @: eee pen Vompite. 5/5. 


: Barrow Ghoul sc 2? WL 


During your upkeep, remove the hy) creature card in your graveyard from 
iy game or bury Barrow Ghoul. 4/4. 


al Thrull Se ee FE 
©, Sacrifice: Add 44 to your mana ol We 
Bellowing Fiend st Re §68¢ 


TM 
Fhing. Whenever Bellowing Fiend ie ony creature, Bellowing Fiend 
deals 3 damage to that creature's contal ler and 3 3 dome to you. 3/3. 


Agony 

For each rae dealt to dtl creature, Finn Agony deals 1 
domoge to that creature's controller. 

Black Lea, 4 Re oee HL 
Trample. Doesn't untap as normal during untop phase. @: Socrfice a 
creature to untap Carriage. Do this only durin luring your upkeep. i 

g ee LUR 4th, Sth 

Protection from white, first strike. yn 
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MAGIC 
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Name Kind CR Rating Cost 
Description 


Blanket of Night 


Each mane-producing | ‘i aita addi he | 2 
‘ach mono-producing land is a swamp in addition to its normal : 
nL Ne OO ‘eG am sth : 


ig 
If erat ad is topped, “i it : ond of tum. 
Blighted 1¢e 
@, Sacrifice a creature: Po a aie 012/42 until end of tum. @, 
Sac a swamp: Give a creature ‘ /+) until hg of tum. 1/1. 
oe 


B sc 
mi Blood Pet: Add Rist time mana pool. | 17 1. 
is 1/1. You won't | ta auips | othe this im in Duelist or ae 


}og Rats 
*canot be blocked by wal : /\. 
me ntl ith SC UY ce @@ 
wompwalk. 3/3. Quip is one of 11 anh el Quist oe of tn. 
on Dancer SC WL 


@: Put the top creature of ‘ene’ Ss ual into afd under your 
control. Use only if Dancer is unblocked and only ~ each tum. 2/2. 
Bone Harvest INS (C cece 
Put ony number of creatures from your graveyard on apd of your library. con 
Bottomless Pit EN U eee BS 
During each player's wpkoep that wets dca a a at rondom. 
Bounty Hunter eee 
®: Put 0 bounty counter on target ase) creature. @: Destroy target 
creature with ony bounty counters on it. t.2/ 2. 
Breathstealer 
ms +1/1 until end of tum, 2/2. 
IN Use @® FE,5th 


out 0.0/1 Thrull token in play at the end of each of your tums. Poy <4 
during upkeep or bury Breeding Pit. 
Brine Shaman a oe 
©: Soctifice a creature to give 0 tie +2/+2 until end of tum. 
® @@: Soctifice a creature to counter a — ize Vi. 
Broken Visage INS Re 
Bury fs norrartifact hey creature and mi no a 2 — 
with vad and ugh ness : a to toget foaes ba en ot end 
bron aceeac hi bd My 1 life " 
rood of Cockroad isan shes raveyard from pl po fe a 
retum Brood of a M4 ~ fo at end of tun. 1 


Brush with Death ee SH 


Buyback SOe. lorget spun loses 2 life. You gain 2 life, 

Burnt Offering @ 

Sacrifice a creature to add to your mana spel any combination of black and 
red mana equal to that creature's costing cost. 

Buried Alive ee WL 
Search your library for » to three ca cords and put them into your 
graveyard. Shuffle your a 

Cadaverous Knight 


a ee MG 

Flonking, a> 4: Haag y ‘J 

Connibalize SH 
Choose two laget aida aiid by any one ie Remove one of 
those creatures from the cg ond Vea two +1 fs counters on the other. 

Cornophage Xx 
During your upkeep, pay 1 i or Mp Ge en 

Carrion 

Socrifice o creature: Put tin 2 a fe of re dat equal to ef 
— creature's uc! eat these as 0s O/ 1 black creatures. 

Carrion Ants U eee ee 16,4th,5th 
®: +1/+1 until end of fe: “1, 

Carrionette SC oe §6—68 ™ 


@@e@: Remove Corrionette salt torget creature from the game. That 
creature’s controller may pay ° 7 ae, this ability. Use this ability only 
if Corrionette is in your eed | 

Casting of Bones Al 
If enchanted creature is put by is ett ont three cords. Choose 


and discard one of those ca 

Cat Burglar SCC Xx 
oe, ®: Target player chooses and discards a a Play this ability as 0 
sorcery. 2/2. 

Catacomb Dragon SC R eve ee MG 


Flying. Whenever Dragon is blocked by a ware non-Dragon creature, 
thot creature's power is halved, rounded vp. 4/4. 

Cemetery Gate et ee HL 
Protection from black. 0/5. 

Chains of Mephistopheles EN R © @@ 1G 
a for the first cord drawn in draw phase, every player must discard a 
cord ae drowing. A ae with mn cards at _ the cords he di 7. 


ge target non-swamp ioe tr fond iso pa land, Choking 

Sands deals 2 damage to ? land’ i controller, 
Greg ie ‘ oo 62 fam te 

ing. During upkeep, m5 Loe in your graveyar 

or bury Vultures. You “abr drag from of. a on ro 2. 
Cloak of Confusion r 1A,5 

If target atfackin Galan 4 not thet, you may have it deal no damage 

and force the defending player to discard a card at random. 


. 


Clot Sliver C (oo @@ ™ 
Each Sliver gains “@: sia? il this cae ping 
Coercion SO! 


al 
Look at target opponent’s = a moke i oke tim isa a cord of your he 
Coffin Queen ™ 
You m, hah leave Queen a on, e@: ent Pacey creature from any 
eae into play under your control. Remove creature from the game if 
offin Queen becomes untapped or if you lose control of Coffin Queen. 1/1. 


ART Artifact £A Enchant Artifoct 
AC a” EC Enchant Creature 
CR Current Rarity FL Enchant Lond 


1S INQUEST 41 


OK4th,Sth 


Tes 


2® MG 
= Cydopean Mummy 


HLSth 


Contagion’s cost. Put two -2/-1 counters on any numbers of creatures. 
© Contract from B eeeee UR 
Discard your hand; draw 1 Peray ante cord plus seven cards. 


Death Stroke SOR 


Name Kind CR Rating Cost Sets Found Name Kind CR Rating Cost Sets Found 
Description Description 
= Coils of the Medusa WL =: Dauthi Slaye SCC TM 
: — creature ie 2 |. sous Coils ot te! Medusa: Destroy all =: bein Fach turn, Dauthi Slayer attacks if able. $ 2. 
: non-wall creatures blocking enchanted creature. = Dauthi Trapper SS Uc @@ SH 
: Commander Greven i-Vec SL R ee @@@@ IM: @: fe creature gains shadow unt end end of tum. 1/1. 
: When Commander Greven iHVec comes into play, sacrifice o creature. Greven = Dauthi Warlor Eo 
cannot be blocked except by artifact creatures and block creatures. 7/5. : Shadow. Dauthi Warlord hos power oat to the number of creatures with 
Contagion INS Uce @@@ : shodow in poy. 1. 
You may pay 1 life ond remove a black card in hand from the game to pay =: Death Pits of Rat! EN R ee @@@ T™M 


Whenever any creature is dealt damage, destroy it. That creature cannot be 
regenerated this tun. 
( oe @@ SH 


Corpse Dance TM = Destroy target topped creature. 
Buyback @. Put op aan . Creature is unaffected ©: Death Watch (Ce @ VS 
am tid sickness this tum ot or removed fam gome at end on. SH 3 If creature is put into any graveyard, its controller loses an amount of life 


ee 
Sm Licid loses this ability ond becomes a creature 
. hantment that reads “Enchanted creature connot be blocked except by 
artifact creatures ond black creatures” instead of a creature. Move Corrupting 
Lid onto target creature. ue may pay @ to end this effect. 2/2. 


: Cosmic Horror R Seen 16,4th 
First strike. Pay @@ OD ppg shee or Cosmic Horror does 7 damage: 

: to you ond is destroyed. 7/7. : 

© Crovax the Cursed SL Ree @@@ SH : 


- as 0 Vampire. Comes into play with four +1/+1 counters. During your 
socrifice 0 creature and put 0 +1/+1 counter on Crovax, or remove a 


: vie counter from Sout ®: Crovax x goins flying until end of tum. a 
| Cone Caen Je ee 
LUR4th, Sth: 


Hib ns td ec ae yi 


ich pt Rats deals X damage to each creature ond player. Spend 


Socrifice q rahe Add epee pes your Pi 
Cuom ( oo @ N, CH 
er tach pe does 1 damage to any target, Vt choose first. v3 
"Gioia of target artifact must bury it ig uke or lose 2 life. “ 
Creature gets -1/-1 and con be to tif oh id black creat 
oot ie alt 3 ma eo. LURAh Sth 
Dol — to controller of target land during ‘ee 


Remove Mummy from game if it goes fo graveyard. 2/1. 


Spawn of Evil deals 
to target opponent. Use 
during 


Dance of the Dead fC Ue o@ 
Bring a creature from Holt graveyard into play on your side — ond we 
wei ea) Not untap os normal. You must pay 
NS ( eoee @@ 
a a nose — 


C oe 
Enchanted creature gets +] /+1. Soe a creature: Regenerate. 
rk Ritual S eoee 
Add —_ fo your mana 
aes attack ond block as normal tra deal no a 
oe 
me Stalker. @: Stalker gets ra /+1 until end of tum. 1 /\ , 
° SOR R eee @@@ 


Sa fe top card of rt a oo one of the hg up for ante. 
Shadow. @@, @: bea tage rho with shadow. 1/1. 
Dauthi Embrac EN eee 


e ee 

@@: Target creature gains shadow until end of tum. 
thi Ghoul Sc Uc © z 
Shadow. Whenever any creature with shadow is put into any graveyard from: 


play, put a +1/+1 counter on eer Stool. a 
Dauthi Horror Sc ™M 
Shadow. Dauthi Horror cannot be toed kd by whiteon creatures. 2/1. 
Dauthi Jackal ( (Co @@ 
Shadow. #4, Sacrifice Jackal: ties oy toget pene creature. ie 
Dauthi Marauder sc 
Shadow. 3/1. 
Douthi Mercenary sc 
Shadow. a 4: Douthi an 9 Pa er Ae wa end of tum. 2/1. 


bh re Mindri 
\cifice Dauthi Hdiooe Defendin ae chooses and discards 
i- wet Use only when Mindripper is attacking and unblocked. 2/1. 


1 nya 


SC Summon Creature 
amy Summon Legend 


! Demonic Consultation 


i Demonic Hordes 


block mana in this way. | me 1. an Link k Spit = a Link Spirit rH 4 : 


Culling the Weal : Demonic Torment 


} © Demonic Tutor 


: Derelor 


164th 


ANG IM. : 
WS : 

= Disturbed 

© LURAHIANG SHIM 3 


Darknes: cp C \G 


X is Dread of Night 


™M ee Drudge Skeletons 
: Drudge 


equal to its power and you to an amount of life equal to its a 
Deathgrip a R, 4th, 5th 
© @: Counter o green spell. 


 Deathlace NTR LURAth 


Change the color of one 7 f le orin ty to black. 
29 


> Death's Duet 


Retum two target creature ais from your yt to your hand. 


: Demonic Attorney 


Unless opponent concedes per bn poyes on an extra ante card. ff 
e 

Name a card and remove the top six cits of your library from the game. 

Remove cards from the top of your library from the game until you get to 

the cord you named. Add the card to your hand. 

Sl R cece SOO@ LUR 
©: Destroy torget land. Pay ea ni upkeep or Hordes become. 
tapped and your opponent chooses a land of yours to be destroyed. 5/5. 

2 


Target creature deals no ie Ar dying con combat and may not attack. 
Choose one card from your library a ai i to your hand. 
3@ FE,Sth 

Your black spells cost an ees ®. W/ 

Desolation VS 
At the end of each turn, R ies nee ped a aia for mana ony that 
tum soctifces o land. Ifo plains is sacrificed in this way, Desolation deals 2 
tamoge | to that plains’ a 

Diabolic 

Target player sacrifices a abl 


( cece O@ ™M 


annoying kid in the costume 
who spoke in Klingon and 
always managed to get exactly 
the cards he needed to kick = 
your ass. Well, bad news, he 
now isa cord and once he has 
four mana the world is his 
oyster, or Infernal Spawn, or 
Leviathan, or. .. 


your upkeep 


: Dirtwater Wraith SO iG 3@ MG 


*.. walk. @: +1/+0 = _ of in V3 

lermin 29 Al 
ow your upkeep, Na _ iceatad to one opponent it has previously 
damaged for each counter. If Vermin damages a player in combat, put an 


counter on it. 1/1. 
Burial SOR ( seee 


oe 
—_ @. Retum target La go from your ers to your hand. 


Joom: 
Pay hal your life, rounded up. Put your grave) a on ted of your library, 
ot remove all but five cords of your library ftom the game. Put the rest on 


nS your library in any order. 

Drain SOR C eee @@ UR 4b MG Sh 
Do } sree to age for an ® spent above casting cost. Goin 1 life for 
each damage done. You “4 * more life than target’s current — 

2 


Al white creatures get -1 /- ip 


M Dread Specter SU ee 


™ : 


oe 
Whenever Dread Specter blocks or is blocked by a non-black creature, 
destroy that creature at end of combat. 2/2. 
Dread Wight Re 668 
At the end of combat, put o paralyzation counter on any creature blocked o 
ot blocking Dread Wight ond top it. Ifthe creature has a paralyzation 
counter, it does not untap during untap phase. The creature’s controller may 
pay @ to remove a counter at any time. 3/4. 
of Sorrow R coe Sa@ ™M 
jestroy X target nonblack creatures. Drow X cards. 


- Drift of the De Ste ll 3a¢ IA 


Counts as a wall. Drift of the Dead aes power ond Toughness each equal to 
the number of snow-covered lands you control. * 

‘i oo =e L,R,4th,5th 
e: eae Wi. 

EN U ee ee 
®: Remove 2 creatures from per! from the game. Bring Skeleton 
token into poy. Skeleton is a black 1/1 creature with 4: Regenerates. All 
skeleton tokens are discarded if baie Spell leaves play. 

Dry Spell SOR ooo 680 HL 
a Spell deals 1 damage to each Pro and player. 


« 
Cost 


act half igs rounded ve Draw four de 


Name Kind CR Rating — Cost Sets Found Nome Kind CR Roting Cost Sets Found Name Kind (CR Rating Sets Found 
Description Description Description 
a Shade 3@ Ghost Hounds HL = Hoar Shade oe lA 
lying. 4: Dungeon Shnde se J re until end of tur. 1/1. 3 Does not tap when dn Gains fists strike if Hocking ot blocked by @: +1/+1 until end of ve ] Vt 
iim ia eooe DSS Al = white creature(s). 1/1. Horror of Horrors 3e2 \G 
: One life. During each player’s ai if that player controls any green = of the Damned a ST \G Socrifice a swamp to ia a it Oh creature. 
- white jermanents, he “en a green of white permanent, : @ Make target creature -] /-O until ond of tum. ra from Beyond INS ( eco gm LUR 4th A Sth 
Eater of the U 4® > Giant Slug aa « 1e , hs creature gains +X/+0 until end of turn. 
Choose a creature in any ae ‘ites remove it from the game: Untop =: ®: Give Slug landwalk 7” of You dice on your next turn. 1/1 Hyalopterous Lemure SC Ucooe ae lA 
Enter of the Dead. 3/4. Mmmm. Dead. = Gloom ee LUR,4th,Sth ©: Gains flying ond -1 3 _ end of tum. hum. 4/3. 
Ebon Praetor S Re @ FE : _ White spells and white pl as now require on extra @. Hymn to Tourach ( ecece OE FE 
Tromple, frst stike. Put a -2/-2 counter on Ebon Praetor during upkeep. = Glyph of Doom Target player randomly door two cards fo from : »-4 
Sacrifice one creature during upkeep to remove a-2/-2 counter, addinga © = Creatures blocked by torget wall ore ie after combat. . ng S UR 4th 
+1/+0 counter if a Thrull was sacrificed. 5/5. = Grandmother Sengir ae HL lying. Player damaged by 5 Pama ache must st discard a rr at random, We 
gg oma re G : @®, ©: lorget creature ay ] es “] wnt end of tum, 3/3. Icequake eee IA 
joose one—Target player loses | life and you gain 1 life; or remove from : Grave Robbers oe O Destroy a land. If its a snow-covered bo its — oy 1 damage. 
the game up to three Haig in any player's graveyard; or torget creature can: ©, ©: Remove on as in ony ‘ane from game. Gain 2 life. 1 es il thsan’s Shade LY eee HL 
only be blocked by artifact or black creatures ns a 2 Gravebane Zombie 6 Protection from white. 5/5. 
El-Hojjaj R ANRAth = If Zombie is put into we ~ al ae put it on of owner's library. vn Imprison ECR eee 1G 
Goin 1 life for every point of a Ej alte. 1 y 1: 3 Cres lA @®: Prevent torget creature from attacking, blocking, or tapping. Imprison is 
Endless Scream xe TM : farget creature may not gout is this tun. lon destroyed if mana is not paid. 
aan creature gets Ho. es a igger 3 Imp’s Taunt NS Uso @@ TM 
Enfeeblement ee MGTM = When Gravedigger comes into play, jou May retum target creature cord Buyback «>. Torget creature attacks this turn if able. 
rachated creature gets Us 2. H from your graveyard to a hand. 2/2. Infernal Contract SOR ere OER MG 
Spect Re §=66@@ + Grave Pact R ecco DEES SH 


cm specter 
oa Entropic Specter rm power and toughness each equal to the Sake 
cords in target opponent’s hand. If Entropic Specter damages any player, 

that player chooses and at 0 oe bed 

Erg Raiders ae AN,R 4th, Sth 
Toke 2 damage ot end of es if inf Raider dont attack, 2/3. 

Evil Eye of Orms By: Gore 4 1G, 
Your creatures hi not attack, except io Evil Eyes. Evil Eye may only be 
blocked by walls. 3/6. 

Evil Presence 2 LU,R,4th Sth 
Target land is now a basic swamp. 

Evincar’s Justice 222 TM 

B. = og ®. Evincar’s was a kee o = creature and ei 


U ee 


Des all creatures of any oe Hype of me —. 
n, The Sl 222 OK, CH 
During your upkeep, The Fallen M ] aa ~ every opponent it has 
previously damaged, 2/3. 

3k 


U eee 
; “ages oe: Fallen Angel gains 42/41 = end of turn. 3/3. 
allen 
Hankin. Fallen Askari wer vie 7p 


atal Blow 2 WL 
Bury target creature that ee PES this turn. 
Fatal Lore SOR R © 


Al 
Target opponent chooses: You draw 3 me ot you choose and bury up to 2 
RT esas that opponent controls and he e das up to 3 cards. 
( eee ? LU R4th A, Sth 
vty black or artifact creatures a block nck target creature. 
Feast of the Unicorn ¢ 3 HL 
Target creature gets +4/+0. 
Feast or Famine NS U coe @@ A 
Bury target non-black, non-artifact creature or put a Zombie token into play. 


Treat this token as a 2/2 black creature. 

Feral oop Ce @@ MG 
Flying. 2/1 

Festering Evil NU eee 


®? 
ang your upkeep, Festering Evil deals 1 damage to each creature and 
Bi @@, Soctifice: Do damage oo to each creature ond player. 
Fetid Horror SC 3 
?: Ala until end of . 1/2. 


Fevered Convulsions R ee 2 ™M 
@@*: Puta-1/-] counter on toget creature. 

Fevered Strength N 2 Al 
xia creature gets nee de cg 

Fled ling = WL 
fon un uring your upkeep, Djinn oe ] image to you. 2/2. 

Flow of gots SC lA 
CU: @ = hgn blocked by ror css ee 

Forbidden Crypt NOR MG 


For each card you would draw, instead Aouad + our graveyard and 


put it into your hand. If you cannot, you lose the game. When a card is put 
into your graveyard, remove it from the game. 
Forbidden Ritual SOR R* @@@ VS 


Sacrifice a cord in play: Target opponent loses 2 life a he or she 
sacrifices a permanent or chooses and discards a card. You may repeat this 
process as many times as you choose. 
Forsaken Wastes W Ree @@ MG 
Players connot gain life. During each players upkeep, that play et loses | 
life. If a — is the torget of a ete, cost opel that spell’s 
caster loses 5 
Foul Familiar 29 lA 
sul not block. 4: Pay 1 ig to pa Foi its owner's hand. 3/1, 
( oe 6S SH 
ee When Foul Imp anes into ply hae ps ‘“ 


Frankenstein's Monster 

Remove X creatures from Le grveyad from Py to sail casting 
Monster, For each creature removed from the game in this way, give 
Monster a permanent +2/+0, +1/+1, or 0640/42. 0/1. 

Frozen Shade 2 LR4th, Sth 
@: +1/+1 until end of tum. 0/1. 

Fugue S Ue 8&@¢ X 
Topet player chooses and Sy pee cords. 

Funeral Charm INS VS 
Choose one—Torget player aes ond discards o card; of forget creature gets 
+2/-1 until end of turn; or target creature gains swompwolk until end of turn. 

Funeral March a a tf HLSth 
When ve creature leaves pr that creature’s controller must sacrifice a 
creature. Ignore this effect if he controls no other creatures. 
allowbraid SL R eee @@@ WL 
nO: Pay | life. Trample. a 34 

Gangrenous Zombies sc Ce we IA 

®: Sacrifice to deal 1 damage to each creature and fe Zombies deals 

2 damage if you control 7 ae red swamps. 

e 


Gate to Phyrexia 2 AQ 
Sacrifice a creature during as. we to destroy an artifact. 
Gaze of Pain D® lA 


For each of your creatures that ae mdi is not blocked, you may have it 
deal no fax to defending player this tum. If you do so, it instead deals 
domage equal to its power to ony target creature. 


1G,CH,Sth 


cdacceeecouseccevceseseocesores 
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Grave 


Whenever any creature you Ba is put into ony graveyard, each other 
player sacrifices o creature, 

KC eo 6@ MG 
You may choose to play Grave Servitude as an instant; if you do, bury it at 
end of turn, Enchanted me gets 8/1 1 ond i pe Wot 


Greater nora 


combat, put a-0/-2 ow * dlcea | ceaues fa blocked wen 7 


He Poy 2 life: Drow a a 


a yest) deoliediiiod Mi sh opponent gis 1 He, 3/3. 

or each 1 damage dealt to Grollub, eacl padi idel) ins 1 li 

Guardian Beast SC 36 
If untapped, esac yr stealing, Be! or by re your non- 
creature artifacts. 2/4. Makes a ne nae 

Harbinger of Night SC a2 MG 
During your upkeep, put a -1 Is ‘| uae eron ine creature. 2/3. 

Hasran Ogress 22 AN, CH 
ea @ when Hasran Some ae or bse a 2 life. ay 2. z 


H 


He 


Hecatom| 

Hell Swa INS 
itake ol all creatures -1 /-0 until end ¢ tum, 
fire SOR 


Hell’s Ca 


ie X life: Target creature es +47 ‘4/0 until end ain turn. 

launting Misery ee WL 
Remove X creature cards in your aed from te game: Haunting oi, 
deals X Sn a to target player. 


jaunt 
ro. to artifact’s pie an time on ba in ploy is em or 
its activation a is paid. 


3s Horsemai S Ge 2e LG 
a sig rf Sk tae Hollow, this card is so boring it makes us sleepy. 2/2. 
od stone fe INS cs et HL 
‘emove forget cord in any graveyard from the game. a 
i an *e iAsih 


Sacrifice four creatures when fess on comes ino pong ‘®: Top a swomp 
you gual to have Hecatomb ee domage to any target. i" 
2 


22 i 
Destroy all non-black creatures. Hie doe does X+3 Fionene to you, where X 
is the number of creatures ert in the e graveyard, 
fell’s Caretaker R oe @@ G CH 
®: Sactifice a creature to he a centre in in your i into play. 1 7 Hf 


Hidden Horror 


When Horror comes into play, sisard a a card of bury Horror. 4/4, 


sdaveccavecarourscatavecdscudaccedasouececercecacereeucecouasucqacsceasecsacdeaasdsddddacsecssseesceeddseaveceeoeeesqedl 
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R ee IA 
a ° ond 1 life. All cuit ins wae ® instead of their 
normal mana. 
Infernal Denizen sc Re oe "A 
During upkeep, you must sacrifice two — or Infernal Denizen becomes 
topped and target opponent may gain control of a creature you control of is 
choice. @: Gain control of target creature, 5/ re 
Infernal Harvest SOR ( eee VS 
Retum X swamps you control to owner's hand: item Horvest deals X 
damage, a any way, among any number of — creatures. 
Infernal SC U eee 
Deshoy al n non-wall ~~ opeey or sr tlockedb du Nei 2/4. 
Infernal Tribute 
2, ner a cord ino brow od 
Initiates of the Ebon 
®: Add @ to your mana Hf ae iit if more than @ is spent oy 
way in one turn. 1/1. 


visition 
_ Examine target player's wet Do oa dono pac HA white cord. 
ious Bookworms C ? Al 
@@: Torget player fons a cord at ala Use only when Bookworms 
is put into graveyard from play ond foe once, 1/1. 
Irini Sengir SL 2ee HL 
All white ond green enchantments ie extra @ to cast. 2/2. 
Jovial Evil SOR Re 6@® 
Do 2 domage to a ae for each wie —- n — 
Junin Efreet 
oh he Pay #4 during wea or Jondn Efe vn Bret is fer af: 


wy Djinn deals 1 damage to you dg your upkeep. 5/5. Big meanie. 
Koervek’s Hex q Ue oe v3. M 


Koervek’s Hex deals 1 damage to each non-black creature and an additional 
] a e * each green creature. 


R oe 
Socfice aly permanents, Discard your hand: fet na loses 5 life. 
Keeper of the Dead SC UY eee 
®, ©: Destroy moa prea creature. Play this ability only if that 
rad 's controller has at least two fewer creature cards in his or her 
apa id than you have in ac 1/2. 
Maize Tresserhorn SCR eee 
Keeper attacks and is not reg it deals no a to defending me. 
this tur ond that player loses two life, 6/6. 
renee A .. a o pee ™ 
inst strike. During your u oop er, opponents control no creatures, 
er deals 4 damage to you. 4/4. 


ooo 820 
- a +1/+1 counter at end of tum for each creature that was ring 
jot turn. 


SC 
You must sacrifice a creature ba Kedoron best comes info play. 


IA, 


®: Regenerate. 3/1. 
night of Dusk SC TM 
at Destroy target creature bing tight of Dak? 2/2. 

of Stromgal 1A,Sth 


fotection from white. waa" ve @: “O- Fis'srte. 2/1. 
Koskun Falls 2e9e 

During your upkeep, tap sa sida ‘ou control or bury Koskun Falls, to 
creature can attack you unless its controller pays an additional «@ whenever 


IA 
ive 0 creature ays oni ars of tum. Ss: Give a creature you 
band flying until end of turn. Bay that a creature at end of tum. 1/1. 
Krovikan Fetish EC 2 
Target creature 


gets +1 a a 
Krovikan Horror i te oe Al 


At the end of any turn, if Noor is in your graveyard with a summon cord 
directly above it, , you may put Krovikan Horror into your hand, @: Socrfice 0 
creature to have Horror br La damage to target creature or player. 2/2, 

Krovikan Plague 2 Al 
Play on o non-wall inet a mate @: Top enchanted creature to have 
Krovikan Plague deal one —e to target creature or ae Put a-0/-1 
Coupter on enchanted creature. antip. 

Krovikan Vampire SC Ue lA 
If a creature dies during o tur in which Govkon Yong ire damaged it, it is 


a 


Ee into play under your = ty the creature if Krovikan Vampire 
or your ye - rage 
Lock - Put a Rat or into ue Treat as a i 1 black creature. * 
$8 lls Lid loses this ability ond bes a at canis reods “During 
the upkeep of enchanted creature's controller, Leeching Licid deals 1 damage to that 
player” instead of a creature. tna ray poy oe. Vi. 
Legions of Lim-Dal A 
ae swompwalk, "2 
Leshrac’s Rit fC Us @ 1A,5th 
Give inet creature — 
rac’s Sigil IN Ue @@ 
&@: Whenever an opooat successfully casts a green spell, look at ae 


oe 's hand and discard a cord from that hand of your choice. a: 
‘etumn Leshrac’s Sigil to owner's hand. 
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a saepeaeaee 


MAGIC 


BLACK /BLUE 


players ae 
Kind (R Rong Cost 


Name 
Description 
Lesser Werewolf Us oe 


SC 
@:-1/0 until end of tun. Puta -0/-1 micertn 
Fel Werewolf. Power may not be r e below 0 using this ability. 2/ 
EN oo 22ee 
sien all life. For each point of eas you take am one permanent ae 
control, For every point you poi, drow a accord. If Lich leaves play you lose. 
Lim-Dil’s Cohort 5 ee 
Creatures blocking or on by Gu connot — 2/3. 
Lim-Dal’'s Hex oe 


During your upkeep, Hex des ] ie to all players, Each player may pay : N Race 


® of @ to prevent the damage to himself. 

Lim-Dal’s High Guard ( oo @@e A 
First strike. ab: heat 2/i. 

me Death 

et aside all creature cards in sa gon fev Then, put each creature that is in 

f ine its Oras aes put each creature card set aside into poy. 

Lord of the Pit coe 8SOO8 LURAINS 
Flying, trample. rm your a a other than Lord of 
the Pit or Lord of the Pit 7 War to you. 7/7 
t Soul oo Se 16 ,4th, Sth 

Swompwalk. 2/1. 

Maddening Imp Re 2@ ™ 
Feng ®: All non-Wall f2 ia opponent controls attack this turn if 
able. At end of tum, destroy each of those creatures that did not attack. Use 
this ability only during target gpponent's tum and only before combat. 1/1. 

Marsh Gas INS Ce e DK,4th 

Moke all creatures -2/-0 until end of tum. 

Marsh Lurker SCC oe. 

Sacrifice a swamp: Marsh Lurker cannot be blocked this tun except by 
artifact creatures and black creatures. 3/2. 

Megrim IN Ueco @@ SH 
Whenever any opponent discards a card, Megrim deals 2 damage to him. 

Mind Maggots SCN ee Be 
When gos comes into play, discard any number of creature cards. For 
each pad scarded this "% py two +1 t/a counters on Maggots. #7, 

Mind Peel ? 

eis 22. lorget eye does and discards o card. 
Mind Ravel OR C 
Torget player must discard a cord. thas 0 cord ot the beginning of the next 


tum's upkeep. 
© Mind Twist SOR LU,R,4th 
Opponent must randomly discard X | stan from tsk hand : 
ind Warp SOR U eee See WSth = 


Look at a player’s hand and make him discard X cards of Nea choice. 


Mind Whip fC Re @@ A 
feo target creature’s controller's upkeep, Mind hind does 2 damage to 
Pa : layer ond taps the a if Lp does not pay 8. 

iver 


TM : 
— Siver gains “@, suc this creature: om player discards a cord at = 


rondom. Play this ability os a penny. 7 a4 

Mindstab Thrul aee FE,Sth 
If Thrull attacks and is not Hecke jou may have it tel 2) damage ond 
sacrifice it'to force the —_ to discard three cards. 2 

Minion of Leshrac 
Protection from black. sins 9 keep, sacrifice a creature or Minion does 5 
— to you and taps. @: Destroy a creature or land. 5/5. 

Minion of Tevesh Szat sc OR 
Poy ee turing upkeep or toke 2 damage. @: Give target creature 
+3/-2 until end of tun. 4/4. 

Minion of the Wastes SC Ree eee TM 
Trample. When you play Minion of the Wastes, pay any amount of life. 
Minion has power and toughness each equal to that amount. */*. 


ART Aitifoct EA Enchant Artifact 
AC “AififoctGrecture EC Enchant Creature 
CR Current Rarity FL. Enchant Land 


120 INQUEST 41 


4 Murk Dwelrs s 30 


Rew o0e Wyo 


: ee : 
You may play os an instant; if you do, bury it ot a bf tum. Choose a oa. : 
: Plaguebearer 


™ ; 
i Necr 


X= Necrosavant 


i Nekrataal 


Nether Void 


Nettling 


R eee eee IN: Oath of Ghouls 


oo §=6@2ee A: 


Name Kind CR Rating Cost Sets Found Name Kind CR Rating Cost Sets Foun 
Description Description 
£ Mire Shade il ee 1@ 6 = Order ofthe EbonHand SC ( seee @@ 
: 2, La egg eed al on Mire Shade. 1/1. : Protection from white. 44%: +1 /+0. 4: First strike. 2/1. 
Mischievous Polter 2° WL = Oubliette EN ( cco @@@ A 
: Flying. Pay 1 ek 1 ] i : Place target creature out of fe, gods leaves play, creature retumns tappe 
+ Misinformation ooo 6 Al = Painful Memories re MG 


Put 3 cards from an Secunté aed on top of his library in any order 
ld Demon a 5 

Sacrifice two swamps when Mold Demon comes into play or bury him. oa 
le Worms Seen 2¢ 

®: Top a land. As long as Worms remain tapped, that land does not an 
as normal. You may ~~ ant to untop Worms. 1/1. 


Moor Fien ( eee 
Swompwalk. 3/3. 


© Morgue Thrull Se Jf 2e SH 
: \crifice Morgue Thrull: Put the top bee cords b your library into your 
graveyard. 2/2. 
Morinfen Ree 68 WL 
Flying. CU: 1 life. 5/4. 
Mortuary Roe 8 SH 


Whenever any creature is‘put into your graveyard from play, put that 
creature on top of your ‘ia 
DK,4th, 5th 


If Murk Dwele attack rt \ not bok it ir a 2/2. 
Tromple, Sacrifice * life a costing Nameless ag where “is at most 


the total number of white cards all your opponents have in play and in their 
graveyards, */*. 


SOR C © &@ EX 
; “al creatures get -1 /-1 until end of turn. 
= Necrologia INS U eee 


ae 
Play Necrologia only mii ne discard phase. Be X Me Drow X cards. 


Necratog 
Remove the top creature card in your antl rot . gome: +2/+2 
until end of tum. 1/2. 
Necrite C Co Lee FE, Sth 
If Necrite attacks and isn’t blocked, you may have it deal no damage and 
soctifice it to bury a target a controlled ag the Tapes player ae a 


U eee 


in your ad. When Necromancy comes into play, put that creature into 

play as though just played and Necromancy becomes an enchantment that 

targets the creature. If Necromancy leaves play, y! the creature. 

tence EN ecco OED IA,5th 

Skip your draw phase. @®: Poy 1 life to set oside hs top cord of your 

library, Add it to your hand ‘2 the start of your next discard phase. 

R ee GE¢2 VS 

SPe@ Sociifice a pa Put Necrosavont into play. Use this ability 

only during your upkeep vc! only if Necrsvot is in your graveyard. 5/ Ma 
e 


First strike. When Nekrataal comes into vie: bury target nonartifact, 
mae creature. 2/1. 
R ee 2? LU,R,4th,5th 


ites creatures are above Shadow in graveyard, it con return fo play 
during controller's upkeep. — by summoning sickness, 1/1. 


eooee GD 
All spells are countered unless their controller spends an additional 


of Fortune: How to be 
annoying... Oh, let’s count the 
ways. While Handcuffs can 
moke using a Chaos Orb 


difficult, it makes shuffling a 


deck downright impossible, 
Never mind the mandatory 
three-card sacrifice—the look 


on your opponent's face is 
enough to make this combo 
real winner. 


SC Uc @@ LU, 
Ps Inet non-wall creature must atk of or DIE!!! ot end of tum. 1/1. 
Nightmare sc OR 5@ GUR4th Sth 
Fn Power and bvanes equal rune of oe controller has. ue 
Nocturnal Rai INS U 
. black creatures get #8 until end of dof tum. 
C 3® lA 
we yan blue creature. %. pa torget non-wall creature must 
attack or be destroyed at end of tum. 1/1. 
EN Reo @e@ &X 
During each player’s upkeep, if there are more creature cards in that player’s 
graveyard than in target opponent's graveyard, the player may retum o 
an | from his ve gh? to his hand. 


ooo 660 IA i 


For each point of damage you Mm, or life you lose, sacrifice one of your 
ermanents or discard a card from ur fa hand. 4: Drow a card 


i Odylic Wraith SC 3@ 


Swampwalk. If Wraith damages any whe thot player discards a cord. My; ” 


EN. Enchantment INT Interru SC Summon Creature 
EW Enchant World = LL Lond SL. Summon Legend 
INS Instont MS Mana Source SOR Sorcery 


: Paralyze EC ° LUR Ath, Sti 


3% i: 


Pox SOR R eee 


Priest of Yawgmoth > a a 


i Purraj of Urbor 


= Recurrin 


Look at target opponent's bo od put on raed on top of his or her library 


th toe! creature. Target creature rl t untap as normal. Creature’s 
controller may spend @ Ri rae during upkeep. 


Perish Y cece 2¢ TM 
Destroy all green creatures. Those creatures cannot be regenerated this tum. 
Pestilence IN ( ee @@ LUR 4th, St 


®: Do | damage to each creature and all players. Bury Pestilence if there 
re no creatures in play at the end of ony turn 


; Pestilence Rats SCC 22 IA 


* equals the number of other Rats in Ploy */3; 


Phantasm end gh 32 Al 


®: +1/-1 until end of tum. &@: Switch Fiend’s power and toughness 
until end of tum. 1/5. 


Phyrexian Boon C (Co o@ 
; As long os enchanted creature is black, it get ++2/+1; otherwise it gets 7 
5 Phyrexian Gremlins ( eo O88 


®: Top on artifact. As long as Gremlins ore tapped, that artifact does ey 
untap as normal. You may choose not to untap Gremlins. 1/1 


Phyrexian Tribute SOR Re 2° MG 
: Sacrifice two creatures: Destroy toget artifact 
= Pillar Tombs of Aku W oe =62O® VS 


During each player's upkeep, that player sacrifices a creature, or that player 
loses 5 life and you bury Pilar Tombs of Aku 

Pit Imp a, € "ee CJ ™M 
Flying. @: Pit Imp gets +1/+0 until end of tum. You cannot spend more 


thon @ in this way each turn ie 
£ Pit Scorpion SC oo 29 (G,4th, Sth 
If Scorpion damages opponent, opponent gets 1 poison counter. 1/1 
Pit Spawn SC R ee @OO@ X 


itst strike. During your upkeep, pay 44 or sacrifice Pit Spawn. If Pit 
ws damages ony creature, remove that creature from the game, 6/4 
Plague Rats SOEs 2@ LU,R,4th, Sth 
Power ond toughness equal re of Plague Rats in play. */*. 
1? 


%® B®: Destroy torget nonblack creature with casting cost equal to X. 1 Ni 
eee A,Sth 
Ench player sacrifices 1//3 of their life; then they must discard 1/3 of Ve 
cards in their hand; then iy must sacrifice | p of their creatures; finally 
they must sacrifice 1/3 of their lands. Round each loss up 
ae 
®: Sacrifice an artifact ee add 4% equal to its cost to your mano pool, 1 h 


q R eco OO? MG 
Fist strike when attacking, % Put a +1 /+1 counter on Purraj. Use only 
Neo a black spell is cast - only once for each spell, 2/3, 


C ee hee Vs 
Sere Sa, 
H a EN ° 29 LG 
: reatures with swampwalk may be blocked as normal. 


£ Rabid Ras c Co 2e SH 


©: Torget blocking creature gets -1 /-1 until end of turn. 1/1 

Rag Man SC Re @ee OK,4th Sth 
@@®, : Examine opponent’s hand. Opponent must randomly discard 
0 creature, if any are in oa ni if 


= Rain of Tears oo 692 ™ 
4 Destroy target land. 

© Raise Dead SOR C ee @ LUR,4th, Sth 
H Bring o creature from your pore into your hand. 

: Rats of Rt C Co oe ™ 


@: Destroy target artifact, creature, or land you control. 2/1. 


i Ravenous Vampire SC coo 68CF MG 


Fhing. During your upkeep, sacrifice o non-artifact creature and put a 
/+1 counter on Vampire, or tap Vampire. 3/3 


i Razortooth Rats a See 22 


Cannot be blocked except by artifact creatures and black creatures. 2/'1 
Reanimate SOR ooo =f 
Put fut pet creature card from any raveyard into play under your control. 


= Lose life equal to that creature’s total casting cost. 
= Reckless Spite NS ooo 6 OS ™M 
: Destroy two nonblack creatures. Lose Sil life. 


ightmare EN OR 29 x 
Sacrifice o creature, Return Recurring gna to owner's hand: Put target 
creature card from your a into play. Play this ability as a sorcery. 


= Reign of Terror oo §69868 28 

H Bury all white or green creatures. Lose 2 life for each creature 

5 Restless Dead SCC oo Me MG 
H ®: Regenerate Restless Dead. 1/1. 

= Revenant SC Ree &e SH 


Flying. Revenant has power and tou ghness each equal to the number of 
creature cards in your graveyard. * 


= Ritual of the Machine SOR ‘- §=6-2@® Al 
: Sacrifice a creature: Gain control of a non-black, non-artifact creature 
> Royal Assassin SCR cece Hee LUR 4th 
: ©: Destroy any tapped creature. | at 
: Sacrifice MS ° ge LUR 
. Sacrifice a creature to get 4 equal to that creature's casting cost. 

Sadistic Glee ef Ce @ TM 


Whenever any creature is put into any graveyard from play, put a +1/+1 
counter on enchanted creature. 


i Sarcomancy EN Re ? TM 


Put o "2 black Zombie token into play. During your upkeep, if there are no 
j 


Zombies in play, aoa May deals damage to you. 

Scare Tactics 2 x 
H All creatures you control get + wh ont end of tum. 
= Scathe Zombies sore ie 2¢ LU,R, 4th, Sth 
; 2/2. aziz... 
; ais ing Ghoul Sc Us of LU,R,4th 

end of turn, add a counter for each other creature placed in the 

5 pbb that turn. Discard a counter to regenerate Ghoul. 2/2. 
© Screeching Harpy ee 209 TM 
: Flying. 4: Regenerate airy Horpy 2/2 
= Season of the Witch R Pee Ok 
H At end of each player's turn, i all Rina creatures that could have 
: attacked but didn’t. Pay 2 life gy ew upkeep or Season is destroyed. 
: Seizures re IA 


When target creature bic taped, that creature’s controller must pay 
@ of Seizures does 3 damage to him. 


Name Kind CR Rating — Cost 


Sets Found 


Kind (R Roting Cast Sets Found 


Nome Kind CR Rating Cost 


Description Description Description 
6 


Sengir Autocrat SC 


R eee 


3@ HL: 


Sth 


hen Autocrat comes into play, put 3 smurf tokens into play. Smurf these 


as 0/1 black creatures. If Autocrat smurts play, snuff your smurfs. 2/2. 
Sengir Bats SC Ce ee 


HL 


lying, For each creature put into the give card in the same turn that it was 


damaged by Bats, Bats aa +1/+1.1/2. 


a toy ire U eos @E@ LUR, 
lying 


4th 


. For each creature put into the graveyard in the same tum that it was 


domaged by Vampire, Ly receives +1/+1. 4/4. 
Serpent Warrior C Co ge 
When Serpent Warrior comes into play, lose 3 life. 3/3. 
Servant of Volrath 5G. ae 22 
If Servant of Volrath leaves play, sacrifice o creature. 3/3. 
Sewars of Estark INS Re @a@ 


SH 
™™ 


PR 
If target creature is attacking, it may not be blocked until end of tur. If itis 


blocking, it deals no a nd takes no damage, 
Sewer Rats C ( eo @ 
®, Poy | life:+1/+0 until end of turn. Yoy cannot spend more than 
SPs in this wy each tum. 1/1. 
Shadow Guildmage ( eee 
@ @: Put fae creature you control on top of owner's library. @, «>: 
Guild mage deals 1 damage fo any target and 1 damage to you. 1/1. 
Shadow Rider SC Cee e8e@ 
Flanking. 3/3. 


Shallow Grave INS R eco pe 


MG 


6 
Put top creature from your graveyard in play. Creature is unaffected by sum- 


moning sickness and is removed from game at end of any turn. 
Shattered Crypt SOR ( © 8 6<#@@ 

Return X creatures from your — to your hand and lose X life. 
Shauku, Endbringer SL o 522 


Flying. Shauku cannot attack if there is another creature in play. During your: 


MG 


upkeep, lose 3 life. «>; Remove target creature from the game and put a 


+1/+1 counter on Shauku. 5/5. 
Shimian Night Stalker SC 


eee 


SPP LG, 


CH 


%, ©: Redirect damage done to you by an attacking creature to Stalker. 4/4. 
INS UY eee 


Simulactum 1% 

Redirect all damage done to I this turn to one of your creatures. 
Sinkhole SOR ( seco @@ 

Destroy a land. 


Skeleton Scavengers SCR eee 


22 


® for each +1/+1 counter on Skel 


LUR 4th 


SH 


lefon Scavengers: Regenerate Skeleton 


Skeleton ait comes into a with one +1/+1 counter on it, Pay 


—— and put o +1/+1 counter on it. 0/0. 
Skulking Ghost SC Ceo ¢@ 

Flying, If Ghost is the target of a spell or effect, bury Ghost. 2/1. 
Skyshroud Vampire SC Yee oe 


TM 
Fin Discard 0 creature card: Vampire gets +2/+2 until end of tum. 3/3. 
Slav ii oo 62 Xx 


ler INS ® 
uyback—Pay 4 life. Destroy target nonblack creature. That creature 
cannot be regenerated this tum: 
Soldevi Adnate SC Ce @@ 


Al 


®: Socrfice « black or artifact creature to add on amount of 4 equal to 


that creature’s costing cost fo your mana pool. 1/2. 
Songs of the Damned MS (Ce @ 
\dd # to your mano pool for Creature in your graveyard, 
Sorceress Queen SC coco DEE = ANR Ath, 
®: Torget creature becomes 0/2 until end of turn. 1/1. 
Soul Burn SOR ( eee @@ 
Do one damage to any target for each # or @ spent above the casting 
cost. Gain one life for each 4 spent in this way. 
Soul Exchange SOR ooo 62S 
Remove a creature from the game to put a creature from your graveyard 
pic. Add a +2/+2 counter it you sacrificed a Thru. 
Soul Kiss (ee ee 


may a no more than 44 in this way each turn, 
Soul Ren INS oo 60 
Bury torget white creature. Contrip, 
Soulshriek INS Ce @ 
Target creature you control gets +" /+0 until end of tum, where * is the 
number of creature in your ama Bury creature at end of tum, 
Souldrinker C ooo 6 
7 3 life: Put a +1/+1 counter on Souldrinker. 2/2. 
Spike Cannibal SC o 


move all +1/+1 counters from all creatures onto Cannibal. 0/0. 
Spinal Graft FE), Gt ee e 

Enchonted creature gets +3/+3. If enchanted creature is the fret ofa 
spell or ability, destroy the creature, Creature cannot regenerate this turn. 
Spinning Darkness INS ( ee @@@ 


Lee 
Comes into play with one +1/+1 counter. When Cannibal comes into play, 


Wi 
Sth 
wi 


FE 


in 


IA 
®: Pay one life to give enchanted creature +2/+2 until end of tum. You 
MG 
MG 


TM 


KX 


™™ 


You may remove the top 3 black cards in your graveyard from game instead 


of paving casting cost. Do 3 ~“y to target nonblack creature. Gain 3 
Spirit of t SL ooo 


e Night CRED MG @P~e_ Soctifice Fiends: Bury target rene artifact ond put it in your 
Flying, trample, Hah from black, First strike when attacking. Spirit of govevad Put Fiends into his graveyard. This change is permanent. 
the Night is unaffected by sufnmoning sickness, 6/5. : pponent may ante an additional card to counter this effect. 1/1. 
Spirit Shackle fC Ue @@ 16,4th = Tombstone Stai EW R ee eee MG 
Put a-0/-2 counter on i creature every time it tops. : Cumulative Upkeep: 4. During each pam upkeep, he puts into playa = 
Spoils of Evil NT R oe @ IA token for each creature in his graveyard. These tokens are 2/2 black crea: 
Add @ to your mana pool and gain 1 life for each artifact or creature in tures that ore unaffected by summoning sickness and count as Zombies. 
target opponent’s graveyard, : _ Bury tokens at the end of any tur. 
Spoils of War SOR R eee ge IA Torment C Co ee SH 
Put X +1/+1 counters on any number of creatures. X is equal to the Enchanted creature gets -3/-0. 
umber of creatures and artifacts in torget opponent's graveyard, Torture eK Ce @ HL 5th 
Stench of Decay INS C © gee AL: @®@: Place a -1/-1 token on creature Torture enchants. 
All non-artifact creatures get-1 /-1 until end of tum. 2 Tortured Existence NN Ce @ SH 
Stench of Evil SOK U eee 2e@ 'A ;  @, Choose and discord o creature card: Retumn target creature card from 
jestroy all plains. Each a tokes one damage for each plains he loses out ab to your hand. 
this way, but may pay @ tor each ae he wishes to prevent. = Touch of Darkness INS Ue C2 
Stone-Throwing Devils sc oo AN: Chane the color of one or more creatures to black until end of turn. 
First strike, 1/1. = Touch of Death SOR ( ee 1A,5th 
Strands of Night IN Yeo eee WL : _ Do damage to any player ond goin 1 life. Contrip, 
© ®, Poy 2 life, Sacrifice a swamp: Put target creature cord from your = Tourach’s Chant IN Uso o@@ FE 
ox into play. = Whenever a player puts a forest into play Tourach’s Chant deals 3 domage 
Stromgald Cabal SC R cece gee 1A,5th to him if he does not place a -1/-1 counter on a creature he controls. 
®: Pay | life to counter 0 white i 2/2. Tourach’s Gate ee) “ee FE 
Stromgald Spy oo 6 Al Socrifice o Thrull to put three time counters on target land. Remove a 
If Spy attacks ond is not blocked, you may have it deal no damage to make counter during upkeep, burying Gate when there it has no time counters. 
defending player play with his hand face up on the table. 2/4. : @ : Top land to give all your attacking creatures +2/-1 until end of tum. 
Stronghold Assassin SC Ree pee SH  Transmutation INS ( eee @e@ 1G, 
© Sacrifice o creature: Destroy ta nonblack creature. 2/1. = Target creature’s power and toughness are switched until end of tum. 
- 62¢° SH = Uncle Istvan S Ue gece OK,4th 


a pr Taskmaster SC 
All other black creatures get -1/-1. 4/3. 


life. 


= Stupor 


: Tainted Specter 
: Takklemaggot 


i Tendrils of Despair 


Terror 
L 3 iy target creature. Cannot target black or artifact creatures, 
= Thrull Champi Re © 


SOR U coco @ 
Opponent discards a card at random, then chooses and discards a card. 
i “ee 


i Suq’Ata Assassin 


oo V 
Assassin cannot be blocked except by artifact or black creatures. If Assassin 
attacks and is not on player gets a poison counter. 1/1. - 
oe = 


i Swamp Mosquito 
: fing, If Mosquito is not blocked, defender gets 0 poison counter. 0/1. 
= Syphon Soul SOR C * @@ 6 


l 
Do 2 damage to al players except caster. Gain life equal to total damage dealt. 
SC Re @e@ MG 
Flying. 4, @: Target chooses o cord from his hand and then either 
discards it or puts it on top of his library. If itis discarded, Specter deals 1 
damage to each creature and ployer. Play as a sorcery. 2/2. 
EC OU ee 2ee LG, CH 
Give target a -0/-1 counter _ controller's Yo If creature dies, 
controller chooses 0 new target. It no target, To Kemopgo! becomes an 
enchantment and does 1 damage during upkeep to its last controller. 
Tor Pit Warrior SC ( eee 6@8@ 
If Tor Pit Warrior is the target of a ” or effect, bury Warrior. 3/4. 
SOR ° e 
Sactfice 0 creature: bat: nent chooses and discards two cards. 
I R” ( coos Oe LU,R 4th, Sth 


ion SC ® 
All Thrulls (et +1/+1. @: Toke control of target Thrull. When Thrull 
Champion leaves your —_ of play, you lose control of it. 2/2. 
ooo 0 


rull Retainer FE,Sth 
Give torget +1/+1. Sacrifice Retainer to regenerate the creature, 
Thrull Surgeon SC Ce @@ X 
®@, Soctifice Surgeon: Look at get t's hand and choose one of 
those cards. That player discards that card. 


Thrull Wizard Cc ue 
®@: Counter black spell unless caster pays an additional # or @. 1/1. 


 Timmerian Fiends ge if 6 192 HL 


Al damage done to Uncle Istvan by creatures is reduced to zero. 1/3. 


i Urborg Minds 


E i Vampiric Tutor 


i Veldrane of Sengir 
y this ability as a sorcery. 1/1. : a 
2° FE: Volrath’s Dungeon 


H Wake of Vultures 


i Wall of Shadows 


Xenic Poltergeist 


hy moth 


com alia U see baie k 


: © Underworld Dreams EN J secse See 1G 

3 Do 1 damage to opponent for each card he draws. 

£ Unholy Strength FC <( eve @ LUR,4th, 5th 
Torget creature gains +2/+1. 

£ Urborg Justice INS R ee @@ WL 


Target eet buries a number of creatures he or she controls equal to the 
number of creatures put into Yard from play so far this turn. 
Ss Ce 2 


sucker Vs 
@, Socrifice Urborg Mindsucker: Target yom discards a card at 
fondom. Play this ability as a ae 2/2. 
Urborg Panther sc oo 288 MG 


®, Sacrifice Panther: Destray target creature blocking Panther, Sacrifice 

Feral Shadow, Breathstealer, and Urborg Panther: Search your library for 

Spirit of the Night and put it into play as though it were just played. 2/2, 
SC Ro 68@ WL 


: Urborg Stalker 


During each tg ap , if that player controls ony nondand permanents 
that are not black, Stolker deals 1 damage to that player. 2/4. 
Vampire Bats i eo (6,4th, Sth 
lying. 4: Give Bats +1/-+0 until end of turn. Only 4® may be spent 
this way per turn. 0/1. 


i Vampire Hounds a 


2¢ KX 
hoose and discard a creature cord: Vampire Hounds gets +2/+2 until end 
of tum, 2/2. 


INS R cece @ VS 
‘ay 2 life: Search yor library for any one card. Shuffle your library, then put 
£ that card on top of your library. 
£ Vampirism FC OU ee 


oe 
nchanted creature gets +1 /+1 for each other creature you control. All 
other creatures you control eu deh Conttip. 
. 


Se? HL 

®Sq: Veldrane gets Forestwakk and -3/-0. 5/5. 
Any pl sited ti orhe ndostoy Volts = 
¥y Player may pay 5 life during his or her turn to destroy Volrath’s Dungeon. 
Choose and eat a cord: ops player chooses a card in his hand and puts 


that cord on top of his ae lay this ability as a sorcery, 
C Ce @ VS 
fying ®®, Sacrifice 0 creature: Regenerate Wake of Vultures. 3/1. 
ead ® LG 


= Walking SC Cece @ 
: ®: Regenerate Walking Dead. 1/1. 
Wall of Bone SC U ee 2e LU,R, 4th, 5th 
®: Regenerate Wall of Bone. 1/4. 
: Wall of Corpses Soe. © Oe 2 
£  @ Soctfice Wall: Destroy target creature blocked by Wall. 0/2, 
© Wall of Putrd Flesh Sc Ue Be 1G 


Protection from white. Damage done to Wall of Putrid Flesh by enchanted 
creatures is reduced to 0. 2/4. 
C eo ote 
Domage done to Wall by creatures it blocks is reduced to 0. Wall of 
Shadows may not be targeted by effects targeting only walls. 0/1. 
Wall of Souls SC Yeo Oe 
Whenever Wall of Souls is dealt combat damage, it deals an equal amount 


of a old target opponent. 0/4. 


16, CH 


Wall of Tombstones i oe 16 
*=the number of creatures in your — 0/1+*. 
$ be i EA - 68 LUR 4th, Sth 
3 ] damage to target artifact’s controller during upkeep, 
= Wave of Terror IN Re @@ WL 
CU: a. At the end of your upkeep, bury each creature with casting cost 
equal to Wave of Terror's last paid cumulative upkeep. 
: Weakness « Co @ LUR 4th, Sth 
: Tape! creature loses -2/-1. 
: Wicked Reward INS C © @@ 
£  Socifice a creature: Target creature gets +4/+2 until end of turn. 
: ys hoy] SC R cece @ LUR Ath 
: Flying. #: Regenerate Will-O’-The-Wisp. 0/1. 
ing Boon INT U see @@ MG 


Pay 3 life: Counter target summon spell. 
IN Ue @@@ lA 


: Wit ‘ng ‘pa 
H ®: Do | damage to all creatures and players. You cannot spend more 


jan the number of snow-covered swamps you control. Destroy if there are 


no creatures in play at end of tum. 

Word of Binding SOR ( eee @Oe@ DK,ath 
Top X creatures, 

Word of Command INS Re @@ LU 
Play any cord from opponents hand using his available lands. 

bag: ots siete . EN ; ; . + al Ok 
10 new land may be put into play. During any upkeep, any player may 
destroy Worms by wy lands or oie 

Wretched, The C Ree ee LG,CH, 5th 


After combat, take control ofall creatures blocking The Wretched, Lose 
control of such creatures if Wretched leaves play or your control. 2/5, 

SC R ee Hee AQ,4th,Sth 
®: Tum target non-creature artifact into an artifact creature with both power 
ond toughness equal to its casting cost ond with its original abilities, This 
effect lasts until your next upkeep. 1/1. 
Demon Re §6—@e2 AQ, CH 

lying, first strike, During your upkeep, sacrifice one of your artifacts or 
Yawgmoth Demon taps | ad | lamage to you. 6/6. 


: Zombie Master c= =—6 GOO LU RAH Sth 

: __ All zombies in play gain swampwalk and may regenerate for #. 2/3, 
Zombie Mob SC U ee 8ee@ MG 

H Comes into pia with one +1/-1 counter for each summon card in your 

H —_ ‘emove all of those cards from the game. 2/0. 

: Zombie Scavengers SC Cee gee WL 


Remove top card in your graveyard from the game: Regenerate. 3/1. 


Untap enchanted creature. Gain control of enchanted creature. If creature is 
put into ony graveyard, put that creature info play under its owner's control. 
jur INS C ¢ e WL 


re 
Sacrifice a blue permanent: Counter torget spell 
id Rain SOR R eee @& 


1G 
Destroy all forests in play. 
Storm IN Uo @@ HLS 
No summon spells may be cast. denn may pay 4 life to bury Storm. 
Ather Tide SOR ° se 
Choose and discard X creature cards: Retum X torget creatures to their 
owner's hand. 
i SC U cee @@@  LUR 4th Sth 


Flying. 4/4. 
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Name Kind CR Rating Cost Sets Found 


Name Kind CR Rating Cost Sets Found Name Kind CR Rating Cost Sets Found 
Description escription 
Betr Hee C oop © VS = Dandon cs Ce @@ AN, CH, 5th 
fay only on a creature an opponent controls. If enchanted creature becomes: slondhome. 4/1. 
tapped, draw o card. 3 ee entice SC Roe Gee MG 
= Binding Gr fc Uo 6@ IA 5th = , Sacrifice Daring Apprentice: Counter target spell. 1/1. 
: Pay co during ni ot bury Binding Grosp. Gain control of target 2 Dark Maze SC... Gee 4@ HLSth 
creature, which gains +0/+1. : ®: Can attack this turn. At the end of turn, remove Maze from the game. 
Blast INT ( eee @ LUR 4th ark Maze connot attack the turn it comes under your control. 
3 Counter a red spell being cast or destroy a red cord in play. : Spawn C Ue 6668 FE 
INS ( eee @@ LG,CH,MG,5th ample. Toke top 2 cards from your library and put them in your pony 
Retum torget permanent to owners hand. 3 uring upkeep or destroy Spawn. @: Spawn may not be target of spells or 
© Braingeyser OR R coe SOS LUR : effects until end of tum. Tap Spawn if it was untapped. Does not untap as 


Description 

air layer’s hi rt tse, ll weeps F 
ook at target player’s hand. Target discards all non-land cards. 

Ancestral Knowedge ENR ecco he WL: 


CU: @®. Look ot the top ten cards of your library, then remove any number 
of them from the game and put the rest back on top of your library in ony 
order, If Ancestral ss leaves play, shuffle your ibrar. 

Ancestral Memories OR R eee eeee MG 
Look at the top seven cards of your library. Put two of those cards into your 
hond and the rest into hee ere 


eooee @ LU: 


© Ancestral Recall 
Torget player draws three cards. H 
Animate Artifact FA OU ee se LUR 4th : 


Torget non-creature artifact becomes an ortifact creature with power and 
toughness equoling its Co cost; target retains original abilities. 
i-Magic Aura HK Cee @ 
Destroy all enchantments on target creature. Enchant creature cannot be 
targeted by any other i wafer” or enchantments. 

eee 


Enchanted creature does not untop during its controller’s untop phase. _ have Chain Stasis top or untap another toget creature. ; 
During the upkeep of enchanted Tae controller, that ployer may 3 Red spells dit Ky al, 292: ™ : 
discard 0 cord at random to untap that creature. ee spells cost an adit ee 2 rn x a ‘5 3 
ntice Wizard cc Ce 6o6e Oka | Cee ; +e ; 
@, : Add @ to your mana pool. 0/1. : me Comet sds erm ee : 
Arcane Denial INT C e000 h@ A ; 
Counter tet spell, That spell’s caster moy draw up to two cords atthe =: {oo is jet player's - Drow 0 cond ot beginning of next tum. 


beginning of the next turn. Contrip. 
Argivian Restoration SI 
Put target artifact card from your graveyard into play. 
oo ® 


U ee 


Aanilo’s Ascent WC oe wi 


CU: @. @: Torget creature gains flying until end of turn. 


Avizoa Sc Re @@ WL 
lying. Skip your next untop , Avizoa gets +2/+2 until end of turn, 
se this ability only once each tun. 2/2. 

Awesome Presence ab eee Te 

Enchanted creature can't be blocked unless defending player pays an 
additional @ for each creature assigned to block it. 
Azimoet Drake 

Flying. @: +1 /+0 until end of 
this way each tun. 1/3. 


ee 
f turn. You cannot spend more than @ in 


Azure Drake SC Use @@ 16,CH, 5th 
Flying, 2/4. 
Backfire Feet fee 16,4th 


e 
For each point of damage done you toke from target creature, Backfire does 
0 point of damage to creature's controller. 
Baki’s Curse SOR Re 268 HL 
jo 2 damage to each creature for rap enchantment on that creature. 


Balduvian Conjurer o 00 IA 
®: Tum a snow-covered land into a 2/2 creature until end of tum. 0/2 
Balduvian Shaman - oe lA 


®: Chonge the text of o white enchantment you control that doesn’t have 
a cumulative upkeep by switching one color word with another. That 
enchantment now has CU: @®. 1/1. 
Bay Falcon C 
Flying. Attacking does not cause Bay Falcon to tap. 1/1. 
R eee 


0 
Bazoor b Wonders EW eee 
Remove all graveyards from the game. Whenever a spell is played, counter 
it if 0 cord with the some name is in play of in ony graveyard. 


Benthic Behemath cc Ree 9000 mH: 


Islondwalk. 7/6. 


Benthic Explorers Sc Ce @@ AL: 
©: Untap target topped lond an opponent controls to add one mana of ony = 


type that land produces to your mona pool. 2/4. 


122 INQUEST 41 


we i 


208 We: 


aio 


2@ MG = 


( ee o@ MG i 
NG i 


£ Coral Reef 


Torget player must draw X cards. 
i INS 


normal during your next untop. 6/6. 


jorm ( oo @ IASth = Deep Water EN, in Gr,® ee 
Draw three cords, then put any two cards from your hand on top of your : @A neon lands under your control produce @ until end of 
Pe in ony order. : turn instead of their usual mana. 
Breath of Dreams N Uce @2e@ \\ = Deflection NT R eeee @@ 1A,5th 
CU: @. Green creatures ad on additional CU: a. : Target spell with one target now targets a legal target of your choice. 
C ( oo @@ VS = Desertion NT R ecco e 


Breezeki 
oi Fi Ps 4/4. 


rine Hag 
If Brine Hag goes to the graveyard, all creatures that dealt damage to Hag 
: that turn become 0/2 ow gai 2/2. 
ir 


your hand. Remove the remaining four from the game. 
Capsize INS 
Buyback @. Retum target —- to owner's hand 
n C U eve 
Flying, protection from green. 3/3 
in Stasis INS R 


in 
Top of untap target creature. Controller of target creature may pay @@ to 


« 6 
Enchanted creature gains phasing ond can only be blocked by Walls. 
Sl Y cece e LUR 


Clone acquires all characteristics, including color, of target creature. * / 4 4 
i oo 


Djinn U 6@ 
Flying. Cloud Djinn can block only creatures with flying. 5/4. 


If enchanted creature attacks, return that creature and Contempt to owner's 
hand at end of combat. 


Cue 200 6 : 


owse - 6260 Ni 

@@@- Look at the top five cards of Nae library ond put one of them into: 

( oe Dee TM = Dismiss 

2e NG = Disry 
cae : i) T 
+ Dissipate IN 

$ eo target spell. Remove that card from the game. 
Dominating Licid SC 


; Drafna’s Restoration 


2 Dream Fi ooo 


Dream Tides EN 


Counter target spell. If that spell is an artifact or summon spell, put that cord 
into play under your control as —_ it were just played. 
i beep C o 2 


De SI e LG 
ind walk. 1/2. 


Dimi Returns SOR U sece 2O@ Al 
Fach player shuffles his hand and graveyard into his library. You remove the 
top 10 cards of your library from game. Each player draws up to 7 cards. 
jismmi NT U cece 2O@ 


Counter torget spell. Draw a card. 
i up NS Co ©@ WL 
‘unter target instant, interrupt, or sorcery spell unless its caster pays an 
additional a>. Draw a cord. 
Lee MG 


 eeee 


Ree =e EX 
P@®, &: Licid loses this ability and becomes a creature enchantment 
that reads “Gain control of enchonted creature.” Move Dominating Licid onto 
target creature. You may me to end this effect. 1/1. 
i SOR ° AQ 


® 
Toke os mony artifacts as you like from target player's graveyard and place 


them on top of his library in any order. 

i SOR R eee @@ LU,R,4th, Sth 

Top opponent's lands for mana ond draw all mana in his pool into yours. 
SOR C eve MG, 


Drow three cards. Choose two cards from your hand and put both on either 
the top or the bottom of your library. 


} Dream Coat FE, 5 all> Sasa iG 


During your upkeep you may change target creature's color. 
SC MG 


26 
Whenever Dream Fighter blocks or is blocked by a creature, Dream Fighter 
and that creature phase we Mar 


© Dream Halls No Re ¢0@ SH 


Instead of paying the casting cost far a = of any color, its caster may 
choose and discard a card that shares at least one color with that spell. If the 
spell has X in its casting cost, X is 0. 


2 Dream Prowler SC 2ee SH 


Dream Prowler is unblockable as long as no other creatures are attacking. 1/5. 
bd 2ee VS 
Creatures do not untap during their controllers’ untap phase. Each nongreen 
creature's controller may pay an additional @ during his or her upkeep to 
untop that creature. 
Dreams of the Dead iN Uo @@ lA 
4 @: Put a white or black creature from your graveyard into play. That 
creature now has CU: @. If creature leaves play, remove it from game. 
sc Ce &@ 
: Regenerates. 1/1. 
Duplicity IN Re @@e 
When Duplicity comes into play, put the top five cards of your library face 
down on Duplicity, During your upkeep, you may exchange all the cards in 
jour hand for the cords on Duplicty. At the end of your tun, discard a card. 
i ou lose control of nig put 2 cards on it into owner's graveyard. 
e 4 


TM 


LG 
Cannot be blocked by red creatures. Sacrifice on island during upkeep or 
bury Elder Spawn ond lose 6 life. 6/6. 
i sc Ue © OK 
@@: +2/+0 ond Eel does 1 damage to you. 1/1. 
Enchantment ion ~«=—sdINS «SU oe @ LG, CH 


Switch taget enchantment from a creature to another or from a land to 
another. The enchantment’s controller does not change. 


Elemental cs Ceo 68 VS : Energy Flux oo @ AQ,R, 4th, Sth 
Flying. Cloud Elemental can block only creatures with flying. 2/3. H ach artifact requires dying upkeep or it must be destroyed. 
iri Se Cree hE SH i Energy Top SOR C * @ G Ath 
Flying. Cloud Spirit can block only creatures with flying. 3/1. ; ‘ap target untapped creature you control. Add colorless mana equal to target 
ee 1¢@ HS creature's casting cost to your mana pool. 


H Energy Vortex IN Re @@@ MG 
: beginning of your upkeep, remove all counters from Vortex. During target 


Control Magic ECU cece CCS LURE opponent's upkeep, he pays a for each counter on Vortex, or takes 3 dam 
Gain control of target creature as long as Control Magic remains on creature. age. ‘8: Put X counters on Vortex. Use this ability only during your upkeep. 
© Copy Artifact BY, -R:,000e0. @ LUR : Enervate NS Co © 1A, 5th 


“Boke ony artifact in oy Treat as both on enchantment and an artifact. 
Coral fe all M 


oe dL @ 
If Fighters attacks and is not blocked, look at top card of defender's library. 
You may put that card on the bottom of the library. 1/1. 
EN o- 66 HL 
Put 4 polyp counters on Reef. @: Sacrifice an island for 2 pols. @: Ploce 
a +0/+1 counter on a blue creature you control. Remove . 
nterspell INT ( eecee @@ 
Counter target spell as it is being cast. 
Creature Bond CK Ce 80 
If target creature goes to the govevar, do damage equaling creature's 


toughness to creature’s controller. 
unni ¢ oe §6—©90 
Enchanted creature gets +3/+3. If enchanted creature attacks or blocks, 
sacrifice Cunning at end of turn. 
isi fC Uso @ KX 


If enchanted creature aes ‘an opponent, you may draw a card. 
Dance of Many 


Put o token creature in play and treat it as o duplicate of target creature. If 


either the token or Dance of Many leaves play, both must be destroyed. Pay: 


©@ during upkeep or destroy Dance of Many. 


lrenashm i 
LURA 


KX : 


R eee ee DKCH Sth 


Top target creature, land, or artifact. Cantrip. 
on SC Ree @60 KX 

Flying. Choose and discord a card: Retumn Ephemeron to owner's hand. 4/4. 

ilibrium EN R see GO@ E 

Whenever you successfully cast a creature spell, you may pay > to return 

target creature to owner's hand. 

i ( - @¢@e OK,4th 


osion 
: Destroy target land unless controller pays s@ or pays 1 life during upkeep. 
: Errant Minion ° lA 
During target creature’s controller's upkeep Errant Minion deals 2 damage 
to him. He may pay ® for each damage he wishes to prevent. 
: Ertai Mew Mont SL Ree OO 
: frtoi, Wizard Adept counts as a Wizard. @q@@, @: Counter target spell. 
H Play this ability as an or AB 
Ertai’s Familiar SI R ee 1@ WL 
: Phasing. If Ertai’s Familiar leaves poy place the top 3 cards of your library 
: into your graveyord. @: Ertoi’s Familiar connot phase out until the 
; beginning of your next wy 2/2. 
$ Ertai’s i IN| R cece B® TM 
When target spell is successfully cost, put X delay counters on it. X cannot 
be 0. During each ae of that spell’s caster, remove a delay counter 
from the spell. If the spell has no delay counters on it, it resolves. 
Escaped Shapeshifter SR oe =6=S@@ ™M 
long as your opponent controls any creatures with flying, Shapeshifter gains 
flying. The some for first strike, trample, and protection from any color. 3/4. 


Name Kind CR Rating Cost Sets Found Name Kind (CR Rating Cost Sets Found Nome Kind CR Rating Cost Sets Found 
Description Description 
Essence Flare EC : Homarid Bed EN FE : J INS Ce e LUR,4th 
To jet creature gets +2/+0. Put a Ofte | tae on the creature during i Se She oblue ~— io put "T Conte 1/1 blue creatures, in: i * creature has flying ma end 4 tum. 
te: rAd the sa ificed creature. : oo 36 16,CH,5th 


mt its controller's es 


MG 
pees a creature on mpd of ua 5 iy, vd — is red, you may 
choose to put it on the ag oes I nm ee a 


‘vation 
Retum all creatures to ai Hoy 
Away Co ee EX 
For each creature, that creature's —. lex pays ® oF soctifices 0 permanent. 
False Demise EC 2 Al 


If enchanted creature is put into A flo return that creature to play 
under your control as ay br it were ste cast. 


Do 1 damage to controller of target een po upkeep. 
Field of Dreams EW oR e 
The top cord in every ait must aa be face up. 
Drake eee 


WURAR SI 


one? 2/4. : 
in a ae 
ver bi Ce o@ ANH 

cue target creature a : 
Flash R eo o@ MG : 


Put a creature from your ti into play. Pay the creature's casting cost 
reduced by up to @. If you cannot, bury the creature. 

Flash Counter INT 
Counter target interrupt or a em, 

Flash Flood 
Yad torget red pong or ae target a to owner's hon. 
Tage creature now has Ay. 
@®: lop target mane creature, 

looded Shoreline NOOR 


: - 66 
@@, Retum two islands you control to owner’s hand: Return target 
creature to owner's hand. 


C 
loodgate gains flying, bury it. Chloe Tc wiuitataee 
mi ere “fs each 2 ee dy have. 0/5. 


R 
rata player chooses and discards any oaks ta 4 then draws that 
thin cords, Draw o card. 


sc 
MY Vi. 
( oo @@ 
ror ing. me ene seks si blocks, bury i it ot end of — 4/4. 
Buyback—Choose and 4 * a, Cone target spell. 
3668 


Force of Will 
You may my one life i oe 7 ah cd cord in your hand from de 


instead of paying Force of Will's casting cost. Counter target spel 
ie idan C coe eg 16,5th = 
‘unter target spell unless its caster spends i 
wre } sel vl INT nn ‘ IA: 
ounter target spell u ess Ree See ®. Contrip. H 
foreshadow 


oe 
Name a card. Put top cord i ta 1 nt’s library into his grave 
Wo ee ed Foc ec. Contip. p : a 


N 
age your library for any three cards and remove them from the game. 
Drow o card ot the beginning of aged next turn’s upkeep. HLS H 


SOR 
ai player discards two cards and then draws two cards. 
arid CY eee 


oee ™M 
Flying. leat cannot be blocked by blue creatures. @: Target creature is 
Lm until end of tum. 1/3, 
Ce ¢6e 


C 
pe et omni neither — nor wee domage in c 
2 
_ Flying. @@@: R sans 2/4. 
Gin ines se 
wo oe: ony all creatures e pa het this tum. The 
controller of any of those creatures may pay 2 life to prevent that creature 
ee by pug buried. Use onl nomen Albatross dies. a 
©: Until end of turn, Crab base fe the ht i or obilities. sn ‘a 
jiant 
You may leave Oyster tapped. @: Ta jet topped creature doesn’t untap as 
ote Ose be i plc 1/1 cate 
on creature. If Oyster leaves 
Giant Shark S se 
Islandhome. When Shark blocks or is blocked by a creature that has been 
— this tum, Shark es +2/+0 ond tromple until end of tum. 4/4. 


Giant C7 @¢0 Ath 
se while untapped. 1 ¢ Wn 
Glacial 2 


“L cates ore discarded. 0/: 


U ee 


$C hee 
ber ig Gin Licid loses this ability ond becomes a creature enchontment 
that reads “Enchanted creature gains fying” instead of a creature. Move 
shor Bic onto target ae we may pay 4 to end this effect. 2/2. 


imho X counters on target oe blocked by a wall, where X is the power 


of the creature. Creature does not untap as normal while it has ‘ony counters H 


on it. Remove a counter during its Fase S upk 


Hakim, Loreweaver SL Y) MG i 


Flying. @@@: Put torget creature eeeeioat ipa your graveyard on 

Hokim. Use only during your upkeep and only if there are no enchantments 

on Hakim. oo: e: sa: all _— on Hakim. 2/4. 
Hammerhead 


oe SH 
Shark cannot attack Gin on sys controls any islands. 2/3. 
Harmattan Efreet Yee @@ 

‘Flying. ed @: Target ole gains flying pega 2 of tum. 2/2. 


lesitation 
If ony spell is played, art that gol and = Hesitation. 
ig 
a islands produce oul ; a end of me 
Homarid sc 


Put o counter on Homarid when it ibe into mat br during upkeep. 
Homarid gets -1/-1 if it has 1 counter and +1/+1 if it has 3 counters. 
m Remove it = when a are 4 counters on Homorid. 2/2. 
lomai 
@: Top et green creature, 2/1. 


( fe US sya 


Co @ AN: 


LG.AhsihIM 
kath 


4. 
Hu » s Recall oe AQR4th,Sth 
‘etur all artifacts in play cole oe by 0p target player to owner's hand. tiga : 


™ i il 


lusionary 
F Ce. 4/4 
lying. /' 


se 
s wr moy not be A forget spels or effects until end of tum. ‘iy 
Warrior. It does not untap as — during your next untap. 3/3. 
Turtle SC ee 


Counter a spell being cast or enon a nia — if it's red. 


X counters on Iceberg Des it comes into Pg 3 ra counter on 
“a @: Remove a oe to hag 1 to a? mana 


ee Wi: 
Ha forget creature out of play. During your upkeep, destroy Icy Prison. Any : 
3e iA: 


player may poy Sto Bpeal t this. 


Sc 
jour upkee| thsina yan wanke landwalk abil 
cya dong nc mt. z ’ a 


(CU: mie wit All basic lands of a is are angel to ht lands of 0 diteret 
type of your choice. 


Fyn first strike. CU: @. 1 


HF thaions of Grandeur 


LUR Ah, Sth 
e OK Ath Sth: 


R ee 266 FE : 


: Inthe Eye of Chaos EW 
Wasth : 
26 sa a 


oe 
vA Ss Goin 20 life when Tons, of fa comes into play. If thse 
ndeur leaves play, you an mie sacrifice 2 rs 


Vs 
Look at the top four cards of your lary. Put one out them into your hand 


i 
and the rest on the bottom hel library. 


the cost of the spell being bg 
° 
Pri torget artifact, creature or land. Conti. 
EN U eee e ™ 
enever forget opponent er vs casts a green spell, draw a card, 
INS oe vs 


"ase do not untap during i conde a Pie Whenever ony 


_Geature comes into pl hn all creates. 


Counter an opponent's rac gel “fe a color Sisen ion one of your 
reer aia 9c 2, where Xs the cost ofthe spl 


Island Fish Jasconius R eee = ANRAth 


Islandhome, Pay @@@ ‘tring y ep ane untap. 6/8. 


Top or untap target lat san of land. Contrip. 


™ i 


? Krovikan 


- 6 “a 


Flying. 5/6. 
ic EY 


Mana Drain 


Re 2e 16 : 
Cons all instants and interrupts unless caster pays an extra @®, where X is: Map 


oe ai 


ee 
@: Destroy target creature that has itandwalk. 1/2. 
Merfolk Looter sc. Ce 


Jinx HL 
Target land becomes basic _ of — until end of turn. Contrip. H 
ht pe Be n 


Coster and let 


er = a their tig hest-casting-cost creature and 
exchange = 


m, igs tobe sme for artifacts, 


ee EX 
e - sed a cord. Play ‘ts iy bey fat opponent has at least 
two more cards in hand than you. V2. 4 


ee 

BF oben Whale gains Wing until a ai fun. ws 5. 
lanking. When Knight om into \ a @ oF bury target Knight. 2 , 
9. g ply, pov get Knig y 


@: Discard a card from a ‘hd and draw a card, If you discarded a black 
cord, draw 2 cards, Keeping one - discaring the other. 1/1. 

Pirates se 
If Pirates are not blocked, you may Sane them do no ty this turn Is 
goin control of aes atfact the dering player controls, 2/2. a 


emssa S 
Islandhome. °. Sacrifice an island: Taget land an opponent controls is an 
island until end of tun. 4/3, 


rinth Minotaur oe HL, 
Creatures blocked by 5K pons Kee Not untop as normal during their 
‘oie 's next untop phase. 1 
Equilibrium ‘ eoee e 1G 
ts hos at least as much land in play as you, he must soctfice a 
for each new one he ms into hy. 


2 Lot-Nam’s 


Choose a oe from your band and shufl that cad into your library to hs 
two cords at beginning of ” next tum’s upkeep. 
NS Ce @ SH 
lope ce a goins Wing _ of tun tum, Draw a card. 
ee ™M 


Bape wokeop you 2 puto raed counter on Legacy’s Allure. 
Sacrifice Legacy’s Allure: ame goin control of target creature with 
tr ode greater than the number Measure counters on Legacy’s Allure. 


cee 
Permanently exchange lie of ne Forfa of creature for control of 
forget permanent of the some Mee, 
@O@ DK 4th,Sth 


6® 
Tromple. Enters play topped. soxike he in during upkeep to untop 
aT Socrifice sagt to attack, 10/10, 
of Lat-Nam SOR R 40@ Al 
nent chooses: You draw three cards at dso he beginning of the next turn’s 
= or you search your — for a cord. 
J ee @@ LU,R 4th, Sth 
~. 1 life whenever a tops 0 fest. 
ee LUR,4th,Sth 


Al hog in play gain ae ond +1/+1. se Lue.ah ih 
Gaon 3 ¥ of A cord teeg ile or in play u switching one basic 


and fype with another. 
H Magus of he Unseon : SCR eee GO 


1A,5th 

2@,e@: Unt one of opponent's artifacts and gain control of it wt rend 
of tum. If itis an artifact creature, itis — by summoning sickness, 
Artfact retuins to its owner ipped at end of tum. 1/1. 

i Djinn R ccc 266 LUR 4th 


SC (seco 


ee 
bale ai Comet etter: 6 fet frgt cere fo owe’ hand. 7 


2 
Whenever any player olays aspell, that player returns a land he or she 
on to owner's hand. 

£608 1 @. WL 
Enchanted creature gains Pay es upkeep: @.” 


ee 1G 

Carel Toget 5 spell. At the beginning of your next main phase, add to your 
a... Colorless mana Sa: to casting cost of spell. 

a ® si 


eooe 
— torget spell unless aie we pays on additional @. 


wnt bo goon 


oe TM 
pig oes library for any number of land cords and remove them from the 
huffle your library afterwards. 
INS Ree @@ LU,R 4th 
All 2 lands are poe opponent’s mana pool is emptied. 
Opponent is not damaged pene mona. 
ina Vortex 


ones 


oee Ok 
"soctice a land when casting Vortex. All players must sacrifice a land during 
eo Vortex is destroyed when there are no pet in ae 


ag ( eo WL 
\slandhome. Cannot be blocked except by by blue pot 3/3. 

= Rid flying until nd f tut Mis be 
@: Manto Riders gains flying until end of turn. 
iin eH Hi 


jest dy Does not untap as wai a e Soot a creature to untap 
TL Use only during your upkeep. @@: -1 /-0 until the end of tum. 
damage to target attacking creature without flying. 8/8. 
of the Mimic INS J eee 
Sacrifice o creature: Search your library for any copy of torget creature card 
cand put it into play. Shuffle your vary of afterwards, 


“) ployer draws two cards. ? Mowcor Re Gee 
interdict INT Ucee @@ ™ : 
Courier pot ret ck, rnd oy eign acon; Flying. @: Mawcor deals 1 on to target om of ployer. x; 
teat Abies o that pam be played again this fun. Draw o cad Target spell, which targets a single creature, torgets another creature of a 
INS Ry eeve TM choice instead. The new target must be gal 
Seach your library for any three cards and reveal them to target opponent. itate Rs R eee O@ ™ 
He or ro cues one. Oa that i Le your hand and the rest into your =: Skip your next turn: Draw four cards, 
yaveyal le your words H 
ee cy | Memory HLING, Sth 


IN ® 
eee ante pt spell. Put that ad on top aa its owner's library. 
1 


ui = our library for a the instant or ‘tempt ond add it to your hand, 
ena may only ri ear br wah. * ; : gs Goin two life i Mercer Si Ship attacks and is not blocked. uP 
nro 15 Merfolk Assssn J eve 


EX 

@: Drow a cord, then choose and discard a card. 1/1, 
of the Pearl Trident SC C © e GUR 4th 5th 
SS Coe e@ MG 


k Raiders 
Phasing, islandwalk. 2/3. 
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we 
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Name Kind CR Rating Cost Sets Found 
Description 


Merfolk Seer SC 20 
® @: Drow a cord. Use this ity oh when Merfolk Seer is put into Pad 


raveyard from play and only once. : 
Mero Hders st 18 noo 


When Merfolk Traders comes into ee aie a cord, then choose and 
discard o card. 1/2. 

Merseine fc Ce @e00 FE 
Put 3 net counters on Merseine when it is cast. Target creature does not 
untap os normal if any counters remain. Creature’s controller may pay 
PRES ek of target reat to remove a counter. 


Re 2e@ = recognition 


CU: @. @: Dsus ca tom your hand to draw o card. 
ind Bend INS 


| see @ MG i 


Change the text of target permanent by replacing all instances of one color 
__ Word of basic land type with another. 

Bomb SOR Uses @ DK,4th,Sth 
Do 3 damage to each player. Players may discard up to 3 cards. Each 
discarded cord prevents | damage from Mind - to that player. 


INS Ce 


Mind 
Buyback @@. Top target artifact, creature, or land. 
Mind trees (ee @ 


CU ®. Gain control of be poh red of green creature, 
ind Over - 20000 EX 
aie and discard a cord: Top or wt target artifact, creature, or land. 


e 
Fyig If Mirozel is the torget of any spell or ability, return Mirozel to 
owner's hand. 2/3. 


SC C ee ee 
©: Counter ony spell that ag Mistfolk. 1/2. 
Ln SC Ree #00 MG 
pci th @: Loses Ping. —— Mist ee out. 4/4. 


ee Sliver gains “, id i cee: Drow o card.” 2/2. A 
2 

lr ».e: ravtianns = a ania During its a. 

Nhe oy for each counter or the creature is destroyed. 1/1. 

NS U cece @ MG 
gd ve library for on instont, interrupt, mana source, or sorcery ond 
maple iat card to all players. Put the cord back on top of your library, 
ystic Decree EW Ree 266 
All creatures lose flying =a an 
° 


ystic e 
CU: & @. @: Top land to 7 a creature +2/+2 until end of tum. 
Mystic Remora e 
CU: @. You may draw a card oe target opponent successfully casts a 
on spe rise! may ele @to = this effect. nf 


rate may pay Mystic Veil z an instant; if you do “a it ot end of tum. 


A ag creature cannot be the target 0 s 2 col 
SC R eo HL 
ba strike, Protection from red. 2/2. 
Noble Benefactor SC Uc @@ WL 


If Benefactor is put into any graveyard from play, each player may search 
his or her library for one = ng put that card into his or her hand, 2/2. 

of Scholars R core GO EX 
During each ployer’s wie, if thot player has fewer cords in hand than 
oa eet ge opponent, the ~~ _ a his hand and draw three cards, 


2e@e AN 
“ i control of creature with power less than or equal to the Old Man‘s 
i You may choose not to untap Old Man during your Fest phase. You 
lose control of tar mel creature if Old Man becomes untapped or if its power 
becomes greater than the 2 Man’s power. 2/3. 
 ocee 2@ WL 
@: Drow o card. Ophidian wes no combat damage this tum. Use this 
bility only if Ophidian is ve ond only once each tum. 1/3, 
Ovinomancer sc ee VS 
When Ovinomoncer comes into ws iol three basic lands you control to 
owner's hand or bury Ovinomancer. @, Return Ovinomancer to owner's 
hand: Bury forget creature and put a Sheep token into play under the control 
of the creature's controller. Treat this token as a 0/1 green creature. 0/1: 
m SOR R 1e WL 
Remove all cards in your library from the game. Shuffle your graveyard into 
your library. 


Part Water SR Ue see is 


Give X target creatures islandwalk until end of turn 


Pendtell Mists N Ree @@ we: 


Each creature gains “ plo, poy @® or bury this re 
Forces 3@ LUR,4th Sth 
thet pi ha during ee: be or Phontosna = is destroyed. 4 4/ 1. 


_ ©: Target creature Me co. ‘ich bs toughness less than 3 
joins flying and gets +1/+1 until end ‘of tum. If either creature leaves play 
fore end of turn, bury the other. 1/1. 
ntasmal Sc Ce @¢0 Al 
Flying. At the beginning ofyour upkeep, put a +1/+1 counter on Sphere. 
During your upkeep, pay @® for each counter or bury Sphere. If Sphere leaves 
play, put an Orb token into ply under opponent’s control. Treat token os a 
er lue tying creature, “ is the number counters on as 0/1. 


( oe 68 LU,R 4th, Sth 
ec; ree ae switches to a ( a rr type chosen by caster. 3 
Phantom Monster ooo GO LUR.4th,Sth 
Flying. 3/3. : 
Warrio SC U eee Oe WL 
Phantom Worrori is unblockable. 2/2. 
ART ict 


AC ture 


124 INQUEST 41 


MG 


if it were just played. The he shuffles al all Sea revealed cords into ay AH 


You may look at the top three ats 6k ot one hye  librory. Either shuffle 
that library or put the Lx! - on Was in ony order. Contrip. 


a the activation cost d a a ait by @ toa minimum of @. 


Enchantment’s controller ps y - ting upkeep or Power Leak does 1 
a to him for each _ mano. 


Counter target spell unless its caster spends &. Spell’s caster must spend 
all mana from lands and ane pool until X is met. 
N 


"ear 9 out upkeep, you may look at the top card of target opponent's 


nnn “ite may then put that card on the bottom of his or her library. 
INS R ee 
eo et a. becomes the color(s) of your choice. 
it Sore SCC ee 6@@ LU,R,4th, Sth 


®: Prodigal Sorcerer deals 1 es fo target creature or player. 1/1. 
ee 


Each tum, each creature ‘ae attack unless its controller pays an odin; 
@ for that creature. 


ity 
‘ach player draws @& cards. 
joni INS UU cove @@ LU 
_ Do 4 damage to any Tog of 2 damage to you. 


2e 
©: Do 2 damage to any tor eo 3 ano je to itself. 2/2. 
© ese eo ony oe /' 


Crensa csi ae aH Jo, ind e “e each rae tis color an 
opponent controls during his upkeep. Sacrifice two islands during your 
upkeep or destroy Psychic Allergy. 
hic SOR C+ @ 

Do 1 damage to BY fone If opponent causes you to discard Psychic 
Pa e. opponent loses 5 life 


R NG 
cone re your life total with target inet If the Hiren is 5 orless and 
you have at least 1 life, exchange life totals with that player. 


than The Cheese Stands Alone and i 
have no cards in your hand, you 
| win the game. 


The meat, on the other hand, has 
frequent visitors. 


Venom Sd ne 
hn 2 domage to target nd fi cae whenever the land is tapped. 
2 


CU: Drow a cord. At the end of each of your turns, wine alond ond 
discard your hand. 
Master EU ee 


ee 14 retum Master to its owner’ sho hand if this happens 


Rainbow cre se VS i 


Flying. oe. Rainbow Efreet ahs out. od 3/ us 
Ransack SOR U ee SH 


Look at the top five cards of torget player's icy. Put any number of those 
cords on the bottom of that library in any order and the rest on top. 

Ray of Command INS 
Untop target creature controlled by opponent and toke control of it until end 
of tum. Creature is ieee by summoning sickness. 


of Erasure G 3s e IA : 


Torget player puts the top = of - lbray in his graveyard. Cantrip. 
eet ws ve 


Tor be rtifoct, creature, or land ns out. 
EN R ee 
U: tee. Instead of their normal mana, plains produce @, swamps 
produce @, mountains produce #, and forests produce @. 
INT Ue @@ SH 
Target spell, which targets only a single player, targets another play of your 
choice instead. 


SC 
Ul Su 


AQ: 
oe LURAth : 


( seco a@ LURAHIMIGSHI | 


Ree o@ ™ : 


SOR Ue &@ 4 


LUR Ath Sth: ; Sie 


eee 1G, CH 
f creature goes to the graveyard, return it to its owner’s hand. You may pay: 


eee i: 


Nome Kind CR Rating — Cost Sets Found Name Kind CR Rating Cost Sets Found 
Description Description 
Phantom Wi ( eo 20 WL = ©Recall SOR U cece SH@ LG,CH,5th 
Enchanted creature toa a Soctifice Phantom Wings: Return enchanted Sacrifice X car's in hand to bring X cards from your graveyard into your 
creature fo owner's H hand, then @ Recall from game. 
Ree #@ LUR4th,Sth =: Reconstruction SOR ( ee @ AQR 
Island og @:Dol ing to ony tage. 4/3. H ng an artifaci from your pee into your hand. 
3ee@e IA = Reef Pirates cee HL Sth 
natn CU: Sactfice a land. fae into va topped. 11/11. : If Reef Pirates 47 n opponent, oo takes the top card from his 
SOR R eeee O@ MG : library ond puts it in his gu 2 
Exchange and of one of ate lands foro one of opponent's lands. > Reins of coco 208 SH 
se MG : — You and target ot each untap and gain control of all creatures the 
Bury target creature. It’s controller hee cards from top of his library until a other controls until end of tum, Those creatures ore unaffected by 
creature card is revealed, then puts the creature into sas hepa his control as ; summoning sickness this tum. 
= Relearn SOR U cee @@@ WL 


Return target instant, interrupt, or a4 from your graveyard to your hand. 
telic Bind th’ 28 16,4th 


Play on one of your opponent's acs When target artifact is tapped, you 
may do | damage or give ll " to ra player. 
Remove Soul ve L6,CH, Sth 


+... forget summon soa 
ee \G 
vt all hk lands. May - be pre during opponent’s turn. 
izard 2008 

~ Do? ens to any bf Revekod does not untap next tum, 0/7. 
Reverberation 208 \G 
__ Redirect damage from a ase to pal 

it . 


Ok 
all blue creatures, 
Sc ee FE 
; @: Give River Merfolk maging ui end of tum. 2/1. 
+ Robe of Mirrors EC e X 


Enchanted creature cannot be the bu sof spells or abilities. 
Rootwater Diver SO lee: 
®, Soctifice Rootwater Diver: Return target artifact card from your 
graveyard to your hand. 1/1 
‘ootwater Hunter SC Cee @@ ™ 
©: Rootwater Hunter deals 1 damage to to target creature or player. 1/1. 
SC Ree Bee ™™ 


i Rootwater Matriarch 
164th 
DK : 


®: Goin control of target creature os long as that creature has any 
enchantments on it, th 


‘ootwater Mystic e EX 
®@: Look at the top a i on ye: 5 at V1. 
‘ootwater Shaman 2e 
~ may hed a creature =. sheti you could play an instant. 2/2. 
sc Ce @@ AQ 


“1 ous on artifact: Draw a card. Vl. 1. 
Owl sc 


2e L 
Flying. When Sage Owl comes into play, i at the top four cards of your 
ino ond put fai back i . ‘al ode \/ 4 
Sandbar Crocodile ig ee MG 
Phasing. 6/5. 


ire Charm NS C eee @ MG 
Choose one—Torget player draws a card at the beginning of the next turn’s 
upkeep; or target creature an opponent controls phases out; or target crea- 
ture 7 flying until end of tur. 
Pir St, G10 
During your upkeep, pay ee or ee School ia? Piranha. 3/3. 
rivener ee 
When Scrivener comes into hk BH na al forget instant or interrupt 


cord ve your graveyard to your 
5 Rese INS e 1G 
Change color of any nn . target Sidline to blue until end of tum. 
Monster (eo #00 M 
Monster cannot attack uit den player controls any islands. 6/6. " 
e 


(- 3@ TAMG,Sth : Sea Scryer 


@: Add @ to your mana po @, @: Add @ to your mana fi, Vi. 
Rae 5 LU,R, 4th, 5th 
Islandhome. 5/5. 
iri sc ue @@ 1A,Sth 
+1 /+0 until end of tum. a 
SC HL Sth 


sea Protection from red. 4 Ya. 


J oo @@ 


Ue ee HL 
ie Regenerate. Use this iy only during a turn in which Sea Troll was 
blocked by or in which Sea Troll blocked 0 blue creature. 2/\. 
Sc us 008 FE,Sth 

Islandhome. @: Gain control of a creature if its controller controls an 
island. You lose control of creature it Seasinger leaves play, leaves yar 
control, or becomes untapped. You may leave ng tapped. ul, 

Leviathan SC Yeo #e 1G,4th, Sth 
Islondwalk. 3/3. 


pA ° lg ee eee 


Name Kind CR Rating Cost Sets Found 


Description 


Serendib 1 a SC Re 2608 

Flying. Sacrifice one of your lands during upkeep. Take 3 damage if the 

destroyed land is an island. 5/6. 
— nat sc 4 toon 3/4 

ying. Does | damage to you during upkeep. 3/4. 

low Kin Ns C oo e 

Target creature gains shadow until end of tun. Draw a card. 
Shaper Guildmage Ser a) wee 


Shimmer R eee 
When you play Shimmer, pick a land type. Those lands gain phasing. 
Shimmering Etreet SC oe 6h 
Flying, phasing. When Efreet phases in, target creature phases out. 2/2. 
Shimmering Wings Ec i oe oe TM 
Enchanted creature gains fy. @: Return Wings to owner's hand. 
Shrieking Drake C Ce @ 


Flying. When Shrieking Drake comes into play, return a creature you control: 
to owner's hand. 1/1. 3 
Sc Re @#@ 

During your upkeep, you may change the color of Shyft to any color, or 

combination of colors. 4/2. 3 
Sibilant Spirit SC R eee @@ IA,5th : 

Flying. When Spirit attacks, defending player may draw a card. 5/6. : 
Sift SOR ( eee @@ 

Draw three cards, then choose and discard a card. 
Silhouette INS Ue e 

Prevent all damage done until end of turn to target creature by spells or H 

effects targeting it. ; 
Silver Erne Sc Uo @@ Wi 

Flying, trample. 2/2. H 
Silver Wyvern SC Ree @O@ SH : 

Flying. @: Target spell or ability, which torgets ay Silver Wyvern, targets © 

another creature of your choice instead. Play this ability as on interrupt. 4/3. 
Sind sc - 86©©® AN, 4th 

©: Draw a card. If itis not a land, discard it. 1/1. 

INS U ee 


Siren’s Call 


All of aopongits creatures that can attack must do so, or die at end of tum. : 
Skyshroud Condor oa 16 iM: 
Fig. You cannot play ge Condor unless you have successfully cast: 
another spell this tum. 2/2. ; 
Seg od INT U coco @ LUR4th IASth = 
honge the text of a card being played or in play by switching one color: 
word with another. 
Snow Devil KK Ceo @@ A 


Torget creature gains flying. As long os you control any snow-covered lands, 


that creature also gains first strike when blocking. 
Snowfall IN Ce 
CU: @. Islands may produce an additional @ when tapped for mana, 
Snow-covered islands may produce either on additional @)@ or @ when 
topped for mana, This mana is usable only for cumulative upkeep, 
Soar KC oe =e 
You may choose to play Soar as an instant; if you do, bury it at the end of 
tum. Enchanted creature gets +0/+1 and gains flying. 
Soldevi Heretic Se Cs 26 
#, ®: Prevent up to two damage to any creature. Target opponent may 
draw a cord. 2/2. 
Soldevi Machinist SC Uee @@ 
: Add @ to mana pool. Use on! y for artifact activation costs, 1/1. 
Soldevi Sage SC oo 
®: Sacrifice two lands to draw 3 cards. Discard one of those cards. 1/1. 
Soul Barrier IN Ue @@ 5 
Torget opponent takes 2 damage whenever he casts a summon spell. That 
plover may pay @ to prevent this damage. 
ral Cloak EC 


Creature cannot be targeted Y spells or fast effects unless it is tapped. 
II Blast IN 


Counter target spell; X is the me, ost of target spell. 
sc ooo 


orien rdvir nion. wy © x dab Shao? 
lying. During your upkeep, OF Sacrifice Spindritt Drake. 
Spiny Srartsh ’ eee y Uc @ 


o@ 
@: Regenerate Spiny Starfish and put a Starfish token into play at end of 
tum. Treat these tokens as Mh 1 blue creatures. 0/1. 


esd Pill eb ikem roars 

layers don’t get an untap phase, Pay a» during upkeep or bury Stasis. : 

Steal Artifact bk U eee Dee LUR.4th Sth: 
Goin control of target artifact. H 

Steal Enchantment FE an TM 3 


Gain control of target enchantment. 
Stinging Licid 


damage to that creature’s controller” instead of a creature. Move Stinging 
Licid onto target creature. You may pay @ to end this effect. 1/1. 
cs Ce @@ 


Storm Crow 
Flying. 1/2. 
Storm Elemental SC oe 66 


Flying. @: Remove top card of your library from the gome to top target 


snow-covered land, Storm Elemental gets +1/+1 until end of tum. 3/4. 
‘ation beed 
Foy only when a red spell deals damage to you, Do 4 damage to that 
spell’s caster. Cantrip. 
sane A 1/NFa oe dinates dE 
lue creatures gain +1 /+1. Po luring upkeep or destroy City. 
Suq‘Ata Firewalker ; SC I) veve q oe : Mg 


Suq’Ata Firewalker cannot be the target of red spells or effects. @: Suq’Ata ; 


Firewalker deals 1 damage to target creature or player. 0/1. 
Swyelunite Priest me peo 
dl 


oe FES 
ge. ©: Torget creature may not be targeted by spells or effects until end = 


tum. Use this ability _ during upkeep. 1/1. 

a Kelp C . K 
‘arget creature stays tapped during untap phase if it attacked last turn. Tap 

target creature when tee Kelp is cast. 


Toniwho R ee 3@@ MG = 
Phasing, Trample. At the beginning of your upkeep, all lands you control: 
phase out. 7/7. 

Teferi’s Curse Pp Ceo &@ 


Play ve be an arfifact or creature. Enchanted Patna gains phasing. 
be Dral i. in 3/1 Sc Ce ee MG 
ing, phasing. 3/2. 
Teter on Bey ® 
Flying, vem When Teferi's Imp phases out, choose and discard a card. 

en Teferi’s Imp phases in, draw a card. 1/1. 


EU eee ee OP ee 


AN 


R eeeee o@ ANR 
™ : 


MG : 
%*, @: Target creature gets first strike. 4, @: Target creature gets +1/+0. : 
EN 206 MG : 


i 


LUR AIH | 


oe A 


A: 
AL: 


- @® 6 i 
Cece SO LURAHSININ : 
A: 
LUR-AtH Sth | 

™ : 


oo §6©4@ 
® @, ®: Licid loses this ability and becomes a creature enchantment that = 
reads “Whenever enchanted creature becomes tapped, Stinging Licid deals 2 : 


A: 
AL: 


flying creature. @: Remove top card of your library fram the game, IF it is 0 H 


Kath: 


NG 


oe 2 NG : 


Nome Kind CR Rating Cost Sets Found 
Description 
Teferi’s Realm - £68 V 


EW OR 
At the beginning of each ples upkeep, that player chooses artifacts, 
creatures, lands, or global ee All cards of chosen type phase . 


Teferi’s Veil U cco ae 
When one of your creatures attacks, it phases out at end of combat. 
Telekinesis INS R ee 
Target creature becomes tapped and deals no damage this tumn.|t does not 
untap normally during its controller's following two untap phases. 
Teleport INS R eee @@@ 16, C 
forget creature may not be blocked this turn. 


Thalakos Deceiver SC Ree Be 5 
Shadow. Sacrifice Deceiver: Gain control of —_ creature permanently. Us 
this ability only if Deceiver is attacking and unblocked. 1/1. 


Thalakos Dreamsower SC Yee @@ TM 


Shadow. You leave Dreamsower tapped. If Dreamsower damages any 


opponent, tap target creature. As long as Dreamsower remains tapped, that 


creature does not untap during its controller's untap phase. 1/1. 
Thalakos Merfolk sc ooo 626 
Shadow. @: Put Thalakos Merfolk on top of owner's library. 2/1. 
ee eo 


jalakos Seer 
Shadow. If Thalakos Seer leaves play, draw a card. 1/1. 
Thalakos Drifters SC Ree 2O@ EX 
Choose and discard o card: Drifters lw! shadow until end of turn. 3/3. 
Thalakos Scout SC oo 6820 E 
Shadow. Choose and discard a card: Return Scout Lane hand, 2/1 5 
1 


Thalakos Sentry BG-w’ C see 
Shadow. 1/2. H 
Theft of Dreams SOR C © 6«@® EX : 
For each tapped creature Le opponent controls, draw a card. 3 
Thirst KC ee @@ MG 


Top enchanted creature, During your upkeep, pay @ or bury Thirst. 
Enchanted creature does not untap during its controller's untap phase. 


lowe Losh ENR 


Remove the top card of your library from the game. If you do not, 


remove your library from the game and bury Thought Lash. @: Remove the: 


oe of your library from the game to prevent one damage to you. 
hag tlace INT Re e LUR, 
jange the color of a card being played or already in play to blue. 
Three Wishes INS R soo qh 


Toke the top three cards from your library, look at them, and set them aside H 
face down. You may play those cards as though they were in had hond. At 


the beginning of your next turn, a any of those cards not played. 
oe 


Thunder Wall SC 168 
Flying. @: +1/+1 until end of turn. 0/2. : 
Tidal Control IN Re ge@ A: 


CU: @. Anyone may pay *@ or two life to counter a red or green spell. 

Tidal Flats N Ce FE 
@@: All of your creatures that are blocking non hing creatures get first 
strike until end of turn. Attacking player may pay one for each attacking 
creature to prevent this effect. 

Tidal Influence EN 


ee wipe’ FE : 
Fut | counter on Influence when casting it and during upkeep. When there is one: 


counter on Influence, al blue creatures get -2/-0. When there are 3 counters, all 


blue creatures get +2/4+0. Remove all counters when there are four on ae : 
Le : 


Tidal Surge SOR ( ee 
Top up to three target creatures without flying. 
Tidal Warrior SC Ceo @ 
®: Torget land is an island until end of tun. 1/1. 
Tidal Wave INS ooo 
Put a Wave token into play. Treat this token as a 5/5 blue creature that 
counts as a Wall. Bury the token at end of any turn. 
Time and Tide INS o 


- 200 ALi 


SH 


Vs 
All creatures phased out phase in while cll creatures with phasing phase out. 


Name Kind CR Rating Cost Sets Found 
Description 

Time Ebb SOR Ce @@ TM 
Put target creature on top of owner’s library. 

Time Elemental SC Ree @@ 16,4th, Sth 


©, ©: Return torget permanent to owner's hand. Cannot target 
enchanted permanents. Destroy Time Elemental and do 5 damage to its 
— if it blocks or attacks. 0/2. 


© Time Walk SOR R eevee ge LU 
Toke on extra tum insre after this one. 

Time Warp SOK R seece @@@ TM 
Target player takes an extra turn after this one. 

© Timetwister SOR R secs @® Lu 


Put Timetwister in a new graveyard, Shuffle your hand, library, and 


gn ard together and draw seven cards. 

Timid Drake Sc Use @@ WL 
Flying. If a creature comes into play, return Timid Drake to owner's hand. 3/3. 

Tolarian Drake SC a 2e WL 
Flying, phasing. 2/4. 

Tolarian Entrancer SCR eo 


® WL 

Whenever Tolarian Entrancer is blocked by any creature, gain control of that 

creature at end of combat. 1/1. 
Tolarian Serpent S Re @6@ WL 
During your upkeep, put the top seven cards of your library into your 
raveyard. 7/7. 
Tra vind Rider SCR coe @@ ™M 
lying. , Top two creatures you control: Retum torget permanent to 
owner's hand. 1/4. 


Transmute Artifact SOR - 06 AQ 
Sacrifice an artifact to choose on artifact from your library and put it into 
lay. You must pay the difference if the new artifact costs more. 

Treasure Trove EN coo 6800 EX 
‘@@@: Drow o card. 

as 2 ‘al re ( , ® ; LU,4th Sth 
ap or untap any single land, creature, or artifact in play. 

Twitch NS Ce @ ™ 
ap of untap target artifact, creature or land. Draw a card, 

Undertow EN ° 28 LG 
Creatures with islandwalk eof be blocked. 

Undo SOR C © 8=6—9@@ Vs 
Return two target creatures to owner's hand. 

Unstable Mutation ( eo @ AN,R,4th, Sth 
Target creature gains +3/+3, Put-1/-1 counter on creature during your 


upkeep. These counters remain even if Unstable Mutation is destroyed. 

Unstable Shapeshifter SC Ree @@ TM 
Whenever any creature comes into play, Unstable Shapeshifter permanently 
becomes a copy of that omar ” retains this ability, 0/1. 


Unsummon coe © @ LUR 4th, 5th 
Return target creature to its owner’s hand. 

Updraft INS Ue @@ 1A,5th 
Give target creature flying until end of turn. Contrip. 

Vanishing ECC ee @ VS 
@@: Enchanted creature Fie out. 

hey = C Yow ee MG 

lying. f 


luring your upkeep, pay @®@ or Vaporous Djinn phases out, 3/4 
Venarian Gold a Co oe 16 
Put X counters on target creature and tap it. Creature does not untap while a 
counter remains, Remove a counter during creature controller's upkeep. 
Vesuvan Doppelganger SC R eee @@ WU, 
Duplicates alf characteristics except color of any one creature in play. May 
duplicate a different creature vip a ag phase. */*. 
Viscerid Armor EC - @ 
Enchanted creature gets +1 yee © @: Return Armor to owner's hand, 
Viscerid Drone C Ue 68 
®: Sacrifice 0 creature and Swamp to bury target norrartifact creature. @: 
Sacrifice a creature and a Snow-covered Swamp to bury target creature. 1/2. 
Vision Charm INS C eo @ VS 
Choose one—Target artifact phases out; or put the top four cards from 
target player's library into his or her geoveyat or all lands of one type are 
basic lands of your choice until end of tum. 


Al 


Vodalian Illusionist U coe 2@ WL 
@©@, &: Torget creature caqt out. 2/2. 
Vodalian Knights CR eee FE 


ee 
Islandhome. First strike. @: Flying until end of turn. 2/2. 
ker 2 a i a 00 leis Fe 
, &: Counter a target spell unless caster pays an additional @#. 1/1. 
i ian Soldiers : 4 Ce ry) FE, 


2, 

Vodalian War Machine SC Ro @@@ FE 
©: Tap 0 Merfolk you control to allow War Machine to attack until end of 
tum or give War Machine +2/+1 this turn. If Wor Machine WA to the 
grveyad all Merfolk tapped in this manner are destroyed. 0/4. 

Volcanic Eruption SOR R ee S@@@ LURAHh 
Destroy X mountains of your choice and do 1 damage to each player and 
creature in play for each mountain destroyed. 

Volrath’s Curse FC ( eco @@ TM 
Enchanted creature cannot attack, block or play - bility requiring an 
activation cost. That creature’s controller may sacrifice 0 permanent to ignore 
this ability until end of turn. @ @: Return Volrath’s Curse to owner's hand. 

Volrath’s Shapeshifter Sc Re e060 SH 
As long as the top card of your graveyard is a creature, Shapeshifter is a copy of 
that card, except that Shapeshifter retains its abilities. «@: Discard a card. 0/1. 

Walking Dream SS AU es ie SH 
Wal mfeeom is unblockable. Walking Dream does not a during your 


untap phase if any opponent controls two or more creatures. 3/3. 

Wall of Ai SC U eee aww LU R Ath, Sth 
fn 5 

Wall of 


Re 0 
@@, @: Puta Kelp token into play. Treat this as a 0/1 wall. 0/3. 
Wall of Tears sc ooo 6©O@ 
lf Wall of Tears blocks any creatures, return each of those creatures to 
owner’s hand at end of combat. 0/4 


Wall of Vapor ( e @@ 1G, CH 
Cannot be damaged by creatures it blocks. 0/1. 
eo 0/5 S o §6=—6a 08 LUR Ath 
+t / +0, 3 
Wall of Wonder 6, CH 


oo cee ll 
@ @@: Give Wall of Wonder i and enable it to attack. 1/5. 
at eg SC - 360 LUR,4th 


Water Wurm f heaw e 

Water Wurm gains +0/+1 if opponent controls any islands. 1/1. 

Waterspout Djinn SC oe 6886 VS 
Flying. fe Di upkeep, fetum an untapped island you control to owner's 
hand or bury Waterspout Djinn. 4/4. 
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Ply asyrert s-. oom, dedi ie 


Name Kind CR Rating Cost Sets Found 
Description 
Wave Elemental SC OU ee 


206 MG 
@, &: Sactifice: Top up to three target creatures without flying. 2/3. 
d Soul SC Ce @20e EX 


Waywar 
Flying, @: Put Wayward Soul on top of owner's library. 3/2. 
wii ec” NO ede eso: 97 


Buyback #@. Change the text of target permanent by recng all instances 
of one color word of one = ld with onother until end of turn. 
F peel fal 


ue Frog 
el iptongue Frog gains flying until end of tum. 1/3. 
he pe iat ove eo! 


Whispers of the Muse TM : 
uyback «». Draw a card. : 

ge Vl me 
in : larget creature gains tying unt end of Turn. . : 

Wd Ce Cee Oe ™ 
ing. 2/2. 


Wind Spiri SC ee Asth 
Flying. Wind Spirit cannot be blocked by less than two creatures. 3/2. : 
¢ o «696 TM 


er 
tt Slivers gain flying. 1/1. : 

Winter's chil INS R x@ IA: 
Destroy X ine creatures at the end of combat. X cannot be greater 
than the number of snow-covered lands you control, Each creature’s 
controller may pay or @ to prevent it from being destroyed. If a is 
spent the creature deals no a in combat this turn. 

Word of Undoing INS (oe @ 


IA: 
Return target creature to its owner's hand, Any white enchantments you 
own on that creature go to Hon hand. : 
Wrath of Marit Lage N Ree @0®@ ae 
Top all red creatures. Red creatures do not untap as normal, H 
Zephyr Falcon SCC oo OO (6,4th, Sth 
Flying. Does not top to attack. 1/1. : 
Zuran Enchanter SC Cee @@ IA: 
@®, S: Opponent must discard 1 card. Play as a sorcery. 1/1. 
Zuran Spellcaster SCC ee 86 


Wi 


: Luran Spellcaster deals 1 damage to target creature or player. 1/1. 

Zur's Weirding EN R eee @@ lA, 
All players play with hands face up. When a player draws a card, any other 
player may pay 2 life to force the player to discard that card. 


Acidic Sliver SC U eee 2 SI 
Eoch Sliver gains “#, Sacrifice this creature: This creature deals 2 damage 
to target creature or player.” 2/2 


Adun Oakenshield SL OR oe Oe 1G: Elemental Augury IN Ree O08 IA 
@@@, ®: Toke 0 creature from your graveyard into your hand. 1/2, : Look at top 3 cards of any library and put them back in any order. 
Altar SOR Ree @% WA : Emberwilde Coliph SC Re @@ 


Sacrifice a creature to search your library for a creature card. 
SL Ree @ 


Angus Mackenzie \G : 
6 @: Creatures deal no damage during x 

Arcades Sabboth R eee *#* 1GCH : 
Flying. All your creatures gain +0/+2 when untapped. 4: +0/+1 until = 


Goblin Bowling, 


Flying. At the end of each turn, put a +1/+1 counter on Asmira for each 
creature put into your graveyard from play that turn. 2/3. 

Axelrod Gunnarson SL Ree @@¢@@ I6(H : 
Tromple. When a creature is putin graveyard during o turn in which Axelrod 
damaged it, gain 1 life and do 1 damage to target player. 5/5. 


ART Artifact 
AC ‘Artifact Creature 
CR Curent Rarity 


126 INQUEST 41 


EA Enchant Artifoct 
EC Enchant Creature 
FL. Enchant Land 


i Cadaverous Bloom 


> Chromatic Armor 


= Corrosion 


Dakkon Blackblade 


: Diabolic Vision 


:  Discordant a 


H Earthlink 


: Energy Arc 


end of turn, Pay @4@®% during upkeep or bury Arcades. 7/7. : Energy Bolt SOR 
Army Ants SC { ee =6tO VS : 

®, Sacrifice a land: a target land. 1/1. : Essence Vortex 
Asmira, Holy Avenger L Ree Bex MG : Bury lager creature. Creature’s controller may counter Essence Vortex by 


: Femeret 


; al 


ae WG: 
: @@@, @: Puta 1/1 ted ond black Minor Demon token into play. 2/2. : 
: Breathstealer’s Crypt R 226 VS : 


Whenever any player draws a card, he or she reveols that card. If the card is 
a creature card, that eid ia ¢ life or discards the card. 


Choose 0 card in your hand and remove it from the game: Add 44% or 
@@ {0 your mana pool. 


i Centaur Archer RE oo §6=— IA : 


®: Deal 1 damage to at WNL RD. 3/2. 1. 
ooo  ® 


* 
Put a counter on Armor When it comes into play and choose a color. All 


damage done to creature by that color is reduced to 0. : Put a counter on: 
: Armor and change color it protects against. X equals the number of counters. : 
: Chromium SLR ee 


Flying, rampage: 2. Pay 49% during upkeep or bury Chromium. 7/7. 
Ree @ MG 


ing, 
i Circle if Bespa EN 


®, Sacrifice a creature: Prevent all damage to any creature or player from 
any one source. 


Cumulative upkeep: ~ your upkeep, put a rust counter on each 
artifact target opponent controls. If the number of rust counters on an 
artifact equals or exceeds thot artifact’s casting cost, bury the artifact. If 
Corrosion leaves play, remove all rust counters from the game, 

Crystalline Sliver SC 
Slivers cannot be the ba! "s spells or abilities. 2/2. 


R eee @@@@% 16,(H : 

; * equals the number of lands you control, */*. : 
: Dark Heart of the Wood ( ooo O28 OK : 
Sactifice a forest to gain 3 life. : 

> Delirium INS Uses Oe MG : 


Play only on target opponent's turn. Tap target creature that aps controls. 
That creature deals to the player damage equal to its power. The creature 
deals and takes no damage in combat this tum. 

SOR UY eve @ WA 
Look at the top five cards of your library and put one in your hand. Put the 
other four on top of your a, in ony order. 


At end of target opponent's turn, put a +1 /+1 counter on Discordant Spirit 


for each 1 damage dealt to you this turn. At the end of your tum, remove all = 
: = Hunding Gjornersen SL ° 300" 
: Dracoplasm SC Roe =6@@ ™ : 

: = Hymn of Rebirth SOR 


these counters from Discordant Spirit. 2/2. 


Flying. When you play Dracoplasm, sacrifice any number of creatures, 
Dracoplasm comes into play with power equal to the total power of the 
sacrificed creatures and toughness equal to the total toughness of those 
creatures. @: Dracoplasm gets +1/+0 until end of tun, */*. 

° 


Pay «@ during upkeep or bury Earthlink. When a creature is put into the 
La from play, that creature’s controller must sacrifice a land. 


Fin, Trample. Emberwilde aa attacks each tum if able. For each dam- 
age Emberwilde Caliph successfully deals, lose 1 life. 4/4. 
INS Use @% 


ntap any number of target creatures. Those creatures neither deal nor 
receive damage in combat this turn. 


and Fire Whip: When it~ 
comes to bowling, Mons’s 
goblins may not be very good 
at hitting pins, but that 16- 
pound ball has to land 
somewhere. With Fire Whip you 
can hurl it at your opponent or 
any of his pesky creatures— 
like that annoying power gamer 
Timmy. A whack on the head 
with a heavy, round object is 
just what guys like him need. 


}0 X damage to target ne or _ player rah. 
oo 


payin 
tachones 


life equal to the creature’s toughness. 
oo 86 
con enchantment is put into o graveyard from play, draw a card. 1/2. 
SOR R ee @eox 


When 


}0 5 damage divided any way you choose among any number of targets. 
Target opponent gains 5 life. 


EN. Enchantment INT Interrupt SC Summon Creature 
EW Enchant World” =— LL Lond SL. Summon Legend 
INS. Instant MS. Mana Source SOR Sorcery 


? Fumarole OR U ee 


ey | MG 


eeneonn 16,(H 
2 Gosta Dirk 


i Grim Feast EN R ee 


N Re @ VS i 


i Gwendlyn Di Corci 
U coe *@ SH: 
: Halfdane 


: Harbor Guardian 


? Hazezon Tamar 


Ree @@@ NG 
= Hibernation Sliver N eee 


: Jacques le Vert 
oeee Wi 


> Kaervek’s 


: Lady Orca SL 
3 1/4 


Roe Ox WG: 
A: 


iA i 


Name Kind CR Rating Cost Sets Found Name Kind CR Rating — Cost Sets Found 
Description lescription 
Ayesha Tanaka SLR cee = =@Oxe LG,CH : Fire Covenant INS UY ee @¢@ IA 
Banding. «: Counter artifact effect unless its controller spends a. 2/2. Fire Covenant deals X damage, divided mr any number of target 
Barktooth Warbeard SL Uecc @e@e0e iG : creatures, where X is equal to the amount of life you pay. 
6/5. : Firestorm Hellkite R ee @@ VS 
Bartel Runeaxe SL Ree @m@@ lilee Flying, trample. Cumulative upkeep: @@. 6/6. 
Connot be target of enchantments. Does not tap to attack. 6/5. : looded Woodlands EN R eee 
Benthic Djinn eve MG : No green creature can attack unless its controller sacrifices a land when that 
: Islondwalk. During your upkeep, lose 2 life. 5/3. : creature attacks. 
! : Boris Devilboon SC oR > Frenetic Efree! SC R sece BOG MG 


Flying. @: Flip o coin; if the flip ends up in jar favor, Frenetic Efreet 
phases out. Otherwise, bury Frenetic Efreet. 2/1. 
see IA 


fay 3 life to destroy a land and a creature. 

Gabriel Angelfire SL oR oo SORKK 16, CH 
During your ipkeep Gabriel Angelfire gains either flying, first strike, tromple, 
of rampage: 3 until your next upkeep. 4/4. 

Ghostly Flame IN Re @@ IA 

lack and red permanents and spells are colorless sources of damage. 


= 


A = Giant Trop Door Spider = SC_ oe O® A 


®@@, @: Giant Trop Door Spider and target non-flying creature which is 
attacking you are removed from the game. 13. 
Glaciers N  R eee * lA 
mountains become plains, Pay @a* during upkeep or bury Glaciers. 

SL Ree) @@@ ae 1G 


= 


First strike. Creatures with islandwalk may be blocked. 4/4. 

oee MG 

Toke | damage during upkeep. When a creature is put into opponent's 

Pie from play, gain life equal to that creature's toughness. 

Guiding Spirit SC Reo Ox 

lying. 4: If the top card of target player’s hea is 0 creature card, put 

at card on the top of that “io library. 1/2. 
Torget pl d hi f cad A ine 3/5, * 

©: Torget player randomly discards a card. Play as a sorcery. 3/5. 

SLR eee OOH 1G 


During upkeep, Hafdane may acquire the curent power ond toughness ofa target 
res baal Veen ors is 78 a mn 
eee 
Can block flying creatures. When it attacks, defender may draw a card, 3/4. 
Haunting Apparition Sc Ue e808 MG 
Flying. * is number of green creatures in opponent's graveyard. 1+*/2. 
( Yee Ox MG 


: Hazerider Drake 


Flying, protection from red. 2/3. 

SLR oe) =6@ Oe LG 
On the upkeep after Hazezon enters play, put * tokens in play, where * is 
the number of lands re control. Treat tokens as 1/1 red, white, and green 
creatures. Remove all a if Hazezon leaves play. 2/4. 


SH 

Each Sliver gains “Pay 2 life: Return this creature to owner's hand,” 2/' * 

Rampage: 1. 5/4. 

Ue GM* IA 
Toke a creature from any graveyard and put it into play under your control, 
SL R eee = O@e l 


Moke all your green creatures +0/+2. 3/2. 
SL oo 


oe 3 Boreal 3@* LG 
i set Ojonen SL o  @Oe* 1G 
: Jerrad ofthe Cased Fist SL o eee LG 
Johan SL Re 6@@@e © 1G, CH 
: As long as Johan doesn’t attack or isn’t tapped, your creatures may attack 
; without topping, 5/4. 
= Jungle Troll C oo §6—6 ee NG 


2: —- @®: Regenerate, 2/1, 

urge SOR oe xe M 
Destroy target creature with casting cost equal to X. Kaervek's Purge deals 
to creature's controller damage equal to the creature's power. 


: bes the Lone Wolf SL ° a@* LG 
> Kei Takahashi SL Re @@* LG, CH 
: ®: Prevent up to 2 damage to ia creature. 2/2. 

= Kjeldoran Frostheast C oo §6=—r@ A 
; All creatures edi or blocked by Kjeldoran Frostbeast are destroyed at 

; end of combat. 2/4. 

: Lady Galeria SLR e0e) GMO LG 


©: Do 3 damage to target attacking or blocking creature. 3/6. 
ady Evangela SLR eee = @@e 1G 
® %, ®: Target creature deals no damage this tum during combat. 1/2. 
ae the Mountain Shy ui .@ 4ae \G 
U ee ee \G 
eering Gargoyle SCR Ox MG 
Flying. : Gargoyle gets a and loses flying until end of turn. 2/2. 
SC Ue Bee Al 


i Lim-Dol’s Paladin 


Tromple. a upkeep, discard a card or bury Poladin and draw a card. 
Poladin gets +6/-+3 if blocked. If Paladin is not blocked, it deals no damage 
to defender this turn and that player loses 4 life. 0/3. 

im-Dil’s Vault INS cece @@ Al 
Check the top five cards of your library. As many times as you choose, e 
may pay one life to put those cards on the bottom and look at the top tive. 
Shuffle all but the top five cards of your library; put those five on top of your 

a! f ony order. 

I} 


ivonya Silone SL R eee @@8@@ 1G 
First strike, legendary landwalk. 4/4. 
obotomy SOR U cee Oe ™ 


Look at target player's hand and choose ay of those cards other than a 
basic land. Search that player's graveyard, hand and library for all copies of 
the chosen card and remove them from the game. 


Lord Magnus Y cco OOee 
First strike. Creatures with or forestwalk may be blocked. 4/3. 
ord of Tresserhorn C Ree Heo Al 


When Lord comes into play, pay 2 life and sacrifice two creatures; and 
target opponent draws two cards. 4; Regenerate. 10/4 


Malignant Growth IN Ree @@@ MG 
tl ®. During upkeep, add a counter. During opponent's draw phase, he 
: draws an additional card and takes 1 damage for each counter. 
= Marhault Elsdragon SL OU ee oee0e 16, CH 
: fanpop 1.4/6. 
: Marsh Goblins Ss Ce © Ok 


Swampwalk. 1/1. 


Name Kind CR Rating Cost Sets Found Nome Kind CR Rating — Cost Sets Found Nome Kind CR Rating — Cost Sets Found 
Merieke Ri Berit R eco SOx IA = Skeleton Ship SL see IA xg R ee = @Oe Al 


Merieke does not oe Goin control of target creature. If Merieke 
leaves your control or _ meres that ees buried. 1/1. 


isfortune e 

Opponent chooses: Either - o a Ay? +] counter on each creature you 
control and gain 4 life or you put a -1 /-1 counter on each creature that 
opponent controls and Misfortune deals 4 damage to him. 

Monsoon EN R eee @@@ 
If on island is untapped at the end of its controller's tun, Monsoon deals ! 
damage to that player and - island becomes tapped. 

Mountain Titan Re eee A 
@Oe@- For the rest of ti tum, oas counter on Mountain Titan 
be you successfully = a =< spell. 2/2. 


oee VS 
—— target spell unless that spell’s caster pays an additional a ond 
] Ly ee Se aa cation It. Vi. 3 


ex 
ex: Choose and dsc 0 vad he your bond to have target creature 
permanently gain banding, first strike, trample or+1/+1. 
inezzar SL R eee @O@ LG, CH 

®, ©: Nome a cord. Opponent randomly reveals X cards in hand. 

i. Pppaneat must discard — cards. Play as a sorcery. 3/3, 

icol 
Nicol Bolas must discard his entire hond. 


Flying. An opponent damaged 
Nicol Bolas. 7/7. 


Pay e@ @ during ae or 
Mors L 
Flying trample. Pay «> @> a duri upkeep or bury Palladie Mors. 7/7. . 
a 
$e: i Pavel Maliki g Mer until od of eo 
a: Flying. Opponent gains 2 life. . ‘Retun Phot to owner's hand. 


Seung may drow a card. #: Tromple. Put a 1/1 green Hippo token into: 


under opponent's control. 4/4. 


Chaves Purge SOR R eee @M@ MG : 
Pay 3 life he target: sb ony number of target creatures, : 
Princess Lucrezia seee \G : 
e: aa re ey fA : 
Prismatic Boon se* MG : 
s X —. goin geen oe a sole color - = y the tun. M H 
ur 
ihe a creature is put a fe he from = iM it face up under 
ee ry. During neh upkeep, you may pay @® and 2 life to put any cord 
em into play. 
SC Ree @f VS 
hoe Hi en ond is . pot sages you may choose to have it deal 
no combat this turn. If you do, , defending layer draws all mana 


from his or her o and then his or her mana pool is emptied. After 

combat, add an equal amount of — Mona to your mana pool. 2/2. 
t Essence oex 

As age as eye opponent aly ony bck permanents, Radiant Essence 

wa +1/- 


ee* 
‘pax ®: Regenerate target eo 2/2. 
Ramirez DePietro SL J oe = @@e0@ 


SL Re @@ 
e: Destoy 0 target creature with an enchantment onit. bres 
Ranger en-Vec C Yo oe 
inst strike, @: Regenerate Ranger err 2 oe 
Rasputin Dreamweaver SLR eee ri 
Put 7 counters on Rasputin. map os 
or add one c mana to your mana rege | 
Hse upkeep if he began your or fy (maximum 7 counte 4/\ 


mation 
No black creature can attack unless its contol > lond when tet 


Saya attacks, 
Rel pomp INS R ee @@ae MG 
ised domage dealt ns any one source to that source’s controller. 
Repar R eco =@@e 


on target opponent successfully casts a spell that targets you or a 
* Creature you control, you 2 oer aw 0 card. 
teous Wor VS 
All white creatures you control gain sera ion fot All black creatures 
you control gain protection from white. 
Riven Turnbull See 1G 


®: Add @ to your mana 5/1. 
todos PR 
Whenever Rock Basilisk blocks or is ake bya htotn creature, = 
that creature at end of combat. 4 ui 5. 
of Kher etree LG 


L 
Lives dp Kher Kee cin’? +2. Pay @ 9 upkeep or 
Ms Kobolds top onda us ‘get meow: phy a 
inger 

° ai control of target creature. You Ke control when Rubinia tl 
your control or becomes untapped. You v may leave Rubinia tapped. 2/3. 

Twister s see MG 
ige Twister date X damage to pee creature. 
ra ate SCR eve 


32 MG 

mb “+ * Manicoe deals 2 damage to target attacking or blocking 

ce -* only once and " if Manticore is in combat. 2/4. 
Geax 


Se eee 
ati 28 black. ~ 
Scarwood Goblins ee Ok 


2/2. 

Fate SOR Use &e@ MG 
Look at the top X cards of opponent's library. Remove one from the game 
ond ae >) os back on - of that _— 5 _— in am order. 


Whenever Seat Wurm is int target set ol a = or Sil, put a-1/- iM 
bay onit. 


VS 


Ft ce fog 8 Victoukeee hand. 3/3. Me 
ing. ounts as an fe: Return to owner's han 
Shauku’s Minion he. Of 


yy @: Shauku’s es: oe : damage to let white creature. 2/2. 
ver Queen *eceoe SH 


Sher Queen counts as a Sher. é Puta wa Sve token into play. Treat this 
__ token os 01/1 canal wi. 
oe 


2 
Simoon deals 1 damage to each creature target opponent controls. 
Si Shanda of feryn SLU ee ee 


Sivitei Scarzam Sk ous 6ee 
6/4. 


Al: Sky 


A 


Bury immediately if controller has i isons i in = @: Puta-1/-1 
counter on a creature. 0/3. 


#: Poy] te to Seem up ey 2 damage to any creature. @: Prevent one 
damage to any Cleric or Wizard, @<Put a-1 /- my y - dees creature 


fo Ue @@* TM you oe to prevent up to 2 damage to any Hye 

Flying, first strike. 2/2. ; Worsea SCR eee MG 

Sol’kanar the Swamp King SL R eee @@@@ 1G,CH : asi Dig you our upkeep, pay @@@ or Warping Wurm phases out. 
Swampwalk. You gain | life each time a black spelt is cost. 5/5. > When Warping Wurm oes in, puta +1 afl counter on it. 1/1. 

Soltari Guerrillas SC Ree 2@x TM = Well Ree @ 


Shadow. If Soltari Guerrillas assigns combat damage to any opponent, you 
ra redirect that damage [mayen 3/2. 


* 
cy of target lond. ht the end of each of (ya turns, lose control “ 
land. At the beginning of = tum, pain control of the land. 


Windreaper Falcon MG 
Pay 1 life: Target connot phase out until the start of your next upkeep. Flying, Pegaso from the ‘ /\. 
al Shield EC ooo é : mee Aesthir in ee WA 
Target creature gains +0/+2 and cannot b be the target of spells. $ ive - a creature Hig fs first ate, ond +1/+0. 
Spin ee HH = Winter's N ®e* Al 


If ony Sliver is blocked, it gets +1 /+1 ntl end of tum for each creature 
bloc! 2/2. 


king it, 
Spontaneous Combustion INS U ee 1%@ 
: Sacrifice a creature: S. Combustion < 3 damage to each creature. 
: : Squal indered Resources eove Vs 
; Sacrifice a land: Add to your ore mone of amy type the land could pa 


Ree eeeee@eoe I6(H : 


oe o@@oexe IG (H | 


ee Ul 
a Stangg Twin token in F Token is $03 4 green and red legend. If 
a one leaves play, the he is begee Yh on 
Spirit 
a ®: Do 2 damage : ‘aye er, 3/3. 
EN OR 1@ 


2 IA 
@: Discard a cord ot vnc to ete pees to ony target. 


 Suleiman's Legacy 


ui 


a: 
iG : 
6 
oi 


6 
Ot va 


When Suleiman’s Legacy a into poy bury all Djinns and Efreets. 
Whenever a Djinn or Efreet comes into play, bury it. 


Sunastian Falconer SL 


Joe 680 
@: Add two colorless mana to your mana pool. 4/4. 
of Strength INS U ee Re 
liscard a e or pen card to have target creature gain trample and get 
+X/+0 until end of tun, where X is the creature’s peo cost. 
Tempest Drake SC Uco @ 
Hino. ag does not couse Tempest D Drake to tap. 5/2 
elsuo gl | 260 
osee ®: Destroy target tapped or Hck creature. Tetsuo Umezawa 
not be targeted by an enchant creature spell. wld 
T ion Se Uae oO*x 


wi 


Sur 


Torsten Yon 
he ae 


ned ®: Gi : Y/ ate 2/2 4 

ing. °. ive a - noe +2 until end of tun. 2/2. 

Uni wis Desires fi MG 

®, Poy | life: Draw o cord, then done an ond Psp a Me 
2 


Ur- ae 
First strike. Creatures with EL ys may be lode /4 
be - re 0. 1/0. 
ing. @: + @+ @+ a 
pa or bury Vaevictis Asmadi. 7/7 
Victual Sliver C 
Each ch Se a “®, —_ this cave io eS 


R VS 
mks n/40 until a of wi 2 o/s ae end + 4/4. 


2@ 
T: Torget creature's power : ‘sedans is | until end of tum, 3/3. 
ing Cascade INS U ee @e 
Goin X+3 life. 


TW} Wood 


IA 


WG = Barish 


VS i 
iG: 


16,CH : Birds 


@: 0074 i kn i ity! o3. omg! CU: @. Fly d 
sala to ga! attacking or ms ceoture. : @. Flying creatures oa a4 
tu ery Gi Wreath NS Coo @ me 


When a cai land is ioe = mana, it gives one additional mana 
of the same type and doesn’t ae be during its cooler s next untap = 


T; Name a creature cord. Reveal the top yea cords of your library to all 
pans If ony of those cards are the named card, put them into your hand. 
the rest into your graveyard. 1/7. 
Xira Arien oe §688 16, CH 
Flying. 2 @, @: ba yas crows 0 cod, ee 
Zebra Unicorn C MG 
For each 1 damage Zebra Unicorn deal gain | ite? 7 2, 


R 
CU: Put o-1/-1 aha aa 9/9. 
Grove EN - of 
Grove comes into play with three f /+1 counters on it. During your 
__, upkeep, put a counter on a creature. If Grove * no counters, bury it. 


MG 


tas blocking or —_ » pet Sone | ee Vi. 


a player may play a pa =e with ot total om --f 3 or less 
whenever he could ploy an instant e without paying its casting cost. 
C vee HL Sth 


*is pme total number of green Mer in sin play. 
R U 188 
bain x Xl life where X is the aoe a f green creatures in play. 
of Rath sc 2 


ee 
If Apes attacks, it does not i dy your next = 5/4. 


If a player doesn’t cast a oe oo into play on his turn, creatures 
unnee not attack that os until j his next tum. i. 


eee 
CU: @. When Arctic Woh comes the oy, drow a cord. 4/5. 
Pixies are 18 


,C 
Connot be blocked by artifact ara vo Dang that Argothian Pixies take 
from artifact creatures is reduced to 0. 2. 


* 
mae 3/5. 


MG 
You may play Armor os an laa if you ar buy bs at end of turn. Play only 
oer creature. Enh creature a +2/+2. we = a 


EC 
lad gets +X/+X, where o is hf Phe number rt — you contol 
Trample. Goins +1/+0 for each “9 hao tacks. 2/3. 
Autumn Willow SL v 


eoooe 28 
Connot be the target of spells or : @: Target player may target 
Autumn Willow with spelt * ond fill ithe end of ng 4/4, 


Avenging 
I Avenging Druid ihios ¢ ony oj aa you may reveal cards from your 
library until you reveal a land cord. Put that land into play ond put all other 
revealed cards into your arvoya 1/3. 


Any damage Treefolk ae ae an ato is i 
Armor of Thorns ( eee 


\ 


oo Cee SH 
At the beginning of each — 's upkeep, untap all creatures and lands. 
Avoid Fate INT . e l 
Counter target interrupt or enchantment targeting a aia you.control. 
ve Bears SC eee IA 


Foliage ee 
When a creature attacks 2 it ed flanking. Vien a creature marke 
ing attacks you, Barbed se deals 1 1 damage tot of 


SC Cee @@ \G 


aT Borishi is put into graveyard sat se remove Barishi from the game, 
then shuffle all creature - from doug oa = your library, vs 


Dragon 
Flying; swampwalk. 1/ *. 
FC C ee EX 
If enchanted creature is me into eo graveyard, draw two cards. 
: © Berserk U 
Double target creature's ee and give it ot ranging ability until end of tun. 
IF it attacks, destroy target creature at end o of tum. 
of Paradise sc LU 4th,5th 


e 
Flying. @: Add one mana c any al to your Pil pool. 0/1. 


: i to the sag of creature cords in your graveyard. 

; Bounty of he Hunt Us gee Al 
: You may remove a yeen adi in your hand from the game to cast Bounty. 
A three +1/+1 effects * any number of target creatures until end of tum. 


oe @ 
i Vel Sacrifice: non —e gets eg until end of tum. 


crt Broken Fall to oe 5 ag tape forget creature. 
2 
®@, @: Counter on artifact ability thet requires on activation cost. 1/1. 
eee 
If Brushwagg blocks or is _ it toes 2 -2/+2 — of tum. 3/2. % 


When Bull Elephant comes me be Eas two forests you control to 
owner's hand or bury Bull aa 4/4. 4. 


SH 
henever any opponent B.. a i, you may Se a land card from 
your hand and put it into play. 
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Nome Kind CR Rating — Cost 
Description 
Call of the Wild ENR eeee 


ae WL 
@@@: Reveal the top cord of your library to kf aad If thot card is o 
creature cord, put it into play. Otherwise, 5, bury it. 
Camouflage INS. U ® u 
Place tae attacking creatures face down mp rearrange them. Reveal them 


only atter defense is - a ilgal blocks. : 
caer wd R oe NG: is pul into the graveyard ore ler loses 2 
romple. - @®: Flying ae a” igi until a of tu 4/4. H Creatures cannot be the a. af rh. ra 
mc C Ce TM = Desert Twister SOR eee me NRA SH 
man spider can block ie ‘we fying. 3 H Destroy target permanent. : 
HLSth = Dire Wolves eC 28 i 
tO) +2, Sacrifice Ciel , viii fe the daa it enchants. i Goins ee if you control any plains. 2/2 ) /2 : 
betpenGmeice . | oe ls we 
romple. eb @: Regenerate Camassid. 5/4. : ; 
Pelli ne agree Dkéth nen any opponent on lond, puta +1/+1 om on Wurm. x(t 


Come s awall, 4/5. 

fone Sc Use ge X 
en Eriogenlat comes into play, you may return target lond card from 

= i groveyad fo your — 2/2. 


C - one 16,CH,5th : 
ph ari 2/2. : 
© Channel SOR U eooe @e@ LUR 4th = 
Add a to your pool for each life =e you sacrifice. : 

oon ing Rhino 3a8 TM 

harging Rhino cannot be ae = more than one creature. 4/4. 
2@ 

Oh as do not untap — te controls’ mai phases. : 
Choking Vines xe WL : 


Pay only when blockers are declared. Kim forget attacking creatures are 
considered blocked, Vines deals 1 damage to = of those creatures 


ub Toad ¢ 
"Gas +2/+2 until end of tum or blocked or Boking Vi. 
Gitonul Drui C o of 

Add 0 +1/+1 counter whenever alle costs an artifact. 1/1. 


If Clambassadors damages any 

| player, choose an &rtifact, creature, 
or land you control. That player 
gains control of that artifact, 


creature, or land. 


“ ‘Sorry we shelled your village —here’s 
some gold.” 


City of Solitude Ww: 


Each player may play am ol idhaes oh only si so or her turn. 
Cockatrice oe 
Flying. Any non-wall creature blocking or or blocked by Connie is destroyed 
at oa of combat. 2/4. 

‘ocoon Jeo3 @ 
Put 3 counters on target creature you control ond tap it. Creature does not 
untop while counters remain. Remove o counter during upkeep. When last 
one 1s removed, creature a +1/+1 and flying. 

e 


Concordant Crossroads 
All — ore unaffected smog sickness. ; 
Constant INS Uco oe SH : 
BntadSofie land, Creatures deal no combat damage this tum. : 
Crash of Rhinos an | 6ae MG 
Trample. 8/4. : 
Crashing Boars Jee oa 3 


If Crashing Boars attacks, intending player chooses on untapped Sri he : 


or she controls, That oo blocks Crashing Boors this tum if able. 4/4 


Crow Giant 
Tromple, rampage: 2. wt 


Craw W ae Ce e008 


7 —_ get +3/+0 nd fi ssa ntl be of tum. At end of 
tum, desi razed ay se this 5 abit only once each tun. 3/3. 


sa i= ar eee 
estroy target artifact, ind or Fhecisinas 


ART Artifact EA Enchant Artifact 
AC ‘Attifoct Creoture EC Enchant Creature 
CR Current Rarity EL. Enchant Land 


128 INQUEST 41 


Sets Found: 


LURAIH SI: hel Che 


16,(H 


16H 


J ce gmm@e@e L6(H 5th : Evish Bord 
LURAth Sth = Elvis 


Name Kind 
Description 


CR Rating — Cost 


Kind CR Rating Cost 


nn 


Crossbow Ambush Ce SH 
All creatures you control can block creaures with i until end of Hered a 


N 
: Bury target artifact. nue me ite on equa to 4 casting oy 
= Cycle of Li oee 
: Return to your hand: iti was you sonal this tum is 0/1 until 
the begining of your next upkeep. At the beginning of your next upkeep, 
we a +1/+I counter on that me 


dd one token per upkeep. Pay @ for each dn to ey 1 damage per 
token fo all players and creatures. Destroy Cyclone if mana is not paid. 
fer of Autumn St rpR,s* eee 
#- Redirect 1 damage pi en white creature to Daughter. 2/4. 
ee 
ad with forestwalk may be Hdd. 


Connot “es the target of aoe or afecs 6 5, 6/ if 


Ui Decomposition 


MG 
Play on o black creature. Creature oe < "UU: \ ie" enchanted creature 


: @: Target creature loses flying wi end ado tum. Soca Downdraft: 
: Downdraft deals 2 damage to each creature with ning 

= Drop of Honey IN OR 

pyri lowest-powered creature during your dak Drop of Honey is 
destroyed when there are no more pee 


Durkwood Boars x e ae 
4 ee 
: ean bse ln ih ose a . 
: jarget player untops all basic lands he ars _ 
<= ch ped a "i in sic land, 
fap on untapped creature you control: Unta - 
Eorthlore 4 Va C : “2 
©: Me land to give st i hire sa /+2 until end of tum. 


Pr. thes re pan forestwalk. i jor ete be the | of spells or abilities. ne 


mere innin I layer’s main phase, wi ©@ Wott pakice 
Elder Dr vid ‘ sad Sc i ‘eee 38 y A,5 


bn ©: Top or untop one target creature, land, or artifact. 2/2. 


as penance. However, we like 
oe dealear teak 
smarter than the average 

so we devised o deck with al 
kinds of negative-upkeep 
critters. If your opponent, can’t 
deal with, say, « Demonic 
Hordes, he’s gonna lose a land 
atum... .or worse. 


Elephant Grass EN U eee We 33 
CU: e@®. Black creatures cannot attack you. Noni creatures connot attack =: 
you unless their controller pays @ for each attacking creature, H 


Return target cord from your graveyard to to your hand 


Fortress FE 
oe: Gye target blocker = /+1 i end of a 
Jan a forest: Target ain che gets oe until end i tum. 
aa be blocked except Mai a ig oy */3. : 


Puta otal of two +1/+1 eins on ay pen o torget creatures. 
If Worhounds is blocked, put the Hero on top of owner's library. 2, = 
Elves of Deep Shadow mx 
R fick to mana pool and lose 1 ie | ite. 1/1. 
First strike. 2/1. Misprint: ak listed ove ines os 1/2 
sae 
All aes! able to block Bard at ios. $0. gem A 
For Fre eae that blocks it, Elvish erwter gets +1/+1 until end of 


™ : 
: _ am FE 


Put a spore counter on thst jean digo hep Remove three 
= counters to put 0 Saproling token, which is a 1/1 gi 
play. Sacrifice a Saproling to gain 2 life. 0/2. 


NG isha 
i Elvish Scout sc 
AN CH 


ae Al = Emerald 


WL i upk toca ey ge ep. As 
| ‘teeentbat Cee : 
: Faerie 


eeoe AN 


16,4th,Sth 


( see C8 VS i 


SH 


oe Wath 
A: 


een creature, into ; 


Elvish Fury INS C eo @ ™ 
Buyback 4. Torget creature ges ae until end of tum. 
Ehish Hunter t (Be fe 
®@, @: Tomget creature does not untap as normal. 1/1. 
ish Ranger SC Cee 8@ Al 


G pe FE 
@, ©: Untop o target attacking creature you control. Creature neither 
deals uy receives damage it a combat. 1/1. 


coe 28 Al 
Ife ‘h Spirit Guide is in your hand, you may remove it from the game to 
add @ to mana pool. 2/2. 
Emerald Charm INS C eo @ VS 
Choose one—Untap target permanent: or destroy target global 
—— or target — loses tying until end of tum. te, 
Flying. @ @ fist strike until end of tn Vi. 
Endangered A tat a SCC eee 


200 
If you control any creature = “ge Wee 2 or less, sacrifice senna y / 4 
Djinn 3@ CH 


Destroy all enchantments or eel ans 7 aren't white, 
Eureka 2 

- players may put o permanent from their hand directly in play. Players 
toke turns playing cords until neither — to play any more permanents. If 
a spell has an X in its casting cost, X i sO 


fying, 2 Foeries goin +0/+1. @: Foe Foeries Pa . /+0 until the end * 


stad SOR U oe oe MG 
Put land on top of — s ibrar 


When Wurm comes into te discard i, nd or = alow Wurm. 4/ uu 
Familiar Ground ee 
Each of your creatures cannot be base by more than one creature. 
Fanatical Fever INS oo 6900 "A 
Give 0 creature +3/+0 and ro unt end of turn. 
° EN ® LUR 


oe is no limit to the number of tae you may play in a tum. Does 1 
Fern to you for each 3 — the first you play in one tur. 


oeee 
Add 0 counter during upkee; iy ig three —_ Regenerates. 6/3. 
ef Archers & 
©: Do 4 damage to target pad cee wih tyro oy: 


Feral Instinct INS C oe Vs 
soe creature gets +1 /+1 until end ai tum. Cantrip. 
C int oe 


LG 
Hs: ing. @, @: Add @ to pa vals 
Flying. If flailing Drake blocks or is blocked by ony creature, that creature 
ets +1 a 1 until end of tum. 2/3. ion 
If Floral oe attacks and is not blocked, you may destroy a target 
artifact under opponent's control without ut del de domage. i 
: R, 4th, MG, 5th 
: Creatures do not damage one another i inc ini 
> Folk of An-Havva Sen 6 HL 
: if Ht osioned os a blocker, Sa: get u/s until P 4 tun. 1/1. a 
oe +1/+0 until end of tur. i 5. 
ee MG 
Sonics 0 forest: “i until end of dah tum. | ? A 
H "8: Top land to give target creature an until a a ms 
ae yeoee A Leal, rash ‘ay 
ar gen you 
Forgotten Lor oem e 
Opponent aes: cord in your siete You may pay # to have 
6 a choose a eon en ‘ake the last = chosen. Sih 
xfire 


Untap attacking creature. jal ibe deals = receives damage during 
combat this turn. Contrip. 


: Freyolise Supplicant = SC. IA 


@: Sacrifice a red or white creature to dea ioe ah to holf the creo- 
ture’s power, rounded ~~, to / torget.1/1. 
oe 


i Freyalise’s Charm 


- - Draw a card when any opponent successfully casts a black spell. 
Return Freyalise’s Charm to your hand. 


: Frey's Winds i Re @e@ IA 


Put o wind counter on any permanent whenever it becomes tapped. 
Permonents with wind counters do not untap. Instead, remove all wind 
Pee on those permanents. af 


Frog Tongue EC 

ni Frog Tongue comes into r foot a card. Snchated creature can 
block creatures with flying. 

Fugitive Druid Re of TN 
Whenever oy player a casts on enchantment spell that targets 
Fu wae Druid, draw a card. 3, 

Fu a oo ©6088 FE 
22. on a spore mca’? wa Fungus. 


ul @ WL 

mo Sacrifice a forest: Put a +2/+2 counter on Fungus Elemental. Use this 
ability only if Fungus Elemental come into nto ploy this tum. 3/3, 

Sl R ae LU,R,4th, Sth 


u 
bored a+1/+1 Saco ~ any tum an Fungusaur hos been damaged 


but not destroyed. 
ndhorn Brownie cs Ceo 68 IA 
fe, e: a Vi. 


i Dnid it into grave nt os cna 2/2. 
nr : me sal 7m : i 1A,5th 
@: Add @@ to your mana 
rhe ’ sc WA coe @ 1A 
@: Add @ to your mana 
wee ee ee i 
@®. All creatures get -1 oN \®: Creatures ape | 2 1 until end of tum. 
ber of arti h es “ee 1. 4 
nun of artifacts opponent ring *4)/*4 
s Blessing POR U eee WL 
Tot player shuffles up to three target cards re is or her graveyard into 


his or her library. Draw a card. If Gaea’s Blessing is pe into your graveyard 
from your library, shuffle your graveyard into your library. 


Name Kind CR Rating — Cost Sets Found Name Kind CR Rating — Cost Sets Found Name Kind CR Rating Cost Sets Found 
Description Description Description 

Gaea’s Liege SC R eee = Gee@e  LURAth : Katabatic Winds EN R eo vs INS Ree @@@ MG 
e: ae any land into a basic forest. All i lands return to normal when Phasing. Creatures with flying cannot attack, wee or use any ability that ay if on opponent cast a summon spell this tum. Put a green summon 
Goea's Liege leaves play. * is the number of forests ou — when includes @ in the activation =! card from your hand into ar as Thabgh i it were - played. 
ttacking, * is the number : forests delender controls. Kaysa SL -- Gee Al = Lurker 

Gaed’s Touch All green creatures you “— w/a 2/3. : 

Keeper of the Beasts 


ae OK 
You may put one extra in into play in may of your turns, if that land is a 
basic ne — Gaea’s Touch to add oes to oan mana pool . 
ee SC R eee 

uring your aot d sacrifice 0 forest, or bury Got at ih 7 damage. t 
you sactfice a snow-covered forest, Gorilla gains a until end of tum. 
®: Gorilla deals damage equal to its power to any other target creature. 
Creature deals damage equal to its net to Gorilla. 7/7. 


Ghazbin Ogre SC ° much | 


During controller's upkeep, Ghazban ge switches to the control i the 
player with the most life. 2 “ 


Giant Badger 
Madge gets +2/+2 until a of vn ies ond osa Soca 2/2. 
3 


Giant Caterpillar 
2, sonics Giont Cater is hy a Bute token into ply at end of tum: 


Treat this token as 0 1/ = em wi fa, 3/ 
eeee 


PR: Kudzu 


~ 


MG i 


Giant Growth LURATHIA SI: 
Torget creature gets +3/+3 until end of tum. 3 
jiant 
Giant Mantis con block creatures with ig. 2/4. 
ider ee 


ont Spider 

Giant Spider can block creatures with ing 2 

Giant Tu ls Cat he "4 ® 

Giant Turtle may not attack ifit foe tsiag your = tum. 2/4. 
2 


Gibbering Hyenas 
«ene Hyenas cannot block black creatures. 3/2. 
eka e 


Al 
If enchanted creature blocks or is blocked b by any creatures, it gets +0/+3 
until end of tum and you - ii f 


Glyph of Reincarnation 2 1G 


Bury all creatures blocked a target rl this tum. For each such creature, 
choose a creature from attacker's graveyard and return it to play under 
attacker's “sag Play er 7 
Gorilla Berserkers 
jae rampage: 2. a be boii ad by ls hn fre creatures. 7 
Gorilla Chieftain SC 
D @: Regenerate. 3/ % 
rilla Pack 


Foresthome. 3/3. 
Granger Gui BG axl 2 MG 
,&; Torget creature gains first stke @ @,@: Granger SR does | 
damage to target creature or ployer. ond 1 | damage to you. 1/1. 
Grizzly Bears sc oe 


Hail Storm 


Ce 


INS Ue 
and each creature you control. 

Hall of eae EW R ecco ee MG 
During each player's upkeep, that player chooses a Md Until end of tum, 
o, eal lucing land 4 proces mona it chosen color. 


orate a lond: Search a sheer is. up to two nt lond cords and ae 
them into play. Shuffle ~ es afterwards 

Harvest Wurm oe WL 
When Harvest Wurm am a play, return eh a4 land card from your 
graveyard to your hand or bury Honest Wo Wurm 


ae 
hag can block ee vi ee va 8 i 
m. Soctfice a forest: os is bin : er. 4/4, 
ice a gb fe / 
geet 3/4. 
Hermit Druid 


®, @: Reveal cards aol i; m3 rr on inne wa you reveal a basic 
land cord. a in o into your hand and put all other revealed cards into 


our graveyard. 
Hiden Pah tN 


R ee Q@eee 
All green creatures goin forestwalk. : 
Hornet Cobra C “ee G: 
First od ii. H 
Horned Sliver oo Ce 
a sles goin trample. 2/2. 
rings 
: Top land Hot Springs ne to rer ] pod Je to any target. 
ry Mist C ee : HL; 


“ts your upkeep, pay os or ba Hungry Mist. 6/2. 


oe Wi: 


CUR Sth; 


oer Ai 
Hoil Storm deals 2 damage to each attacking creature and | damage to you = 


™ i 


OK 


LuRaihsih § 


2 
ve. e: ty nh Ah Treat his token os 0 2/2 cen 
creature. Pl ain forget opponent controls more creatures 


than you. 1 

Bees oo G00 

_ Flying. 6 bes 41/21 wi odo. 0/1. 
se 


(ou may play King Cheetah apart, you con pa instant. 3/2. 


U 
Te @: +0/+1 until end of tum. (Hox 2) Satie Kyscu ond 


16,4th,Sth 


HL i 


Drake: seis ay te it eae wey 2/2 im 
First strike. 2/2. 

Leaping Lizard C eee 
@e@: Flying ond -0/-1 wal heed un. 2/3 3 
y Druid | oe ef LUR,4th,Sth = 
Yb Ika « land of yor hace: Me os : 


eee 
equals the total number of pone inall wT */*41. 


Vases iia chen Sah vA counter on it instead. 
oer upkeep, remove one of 


these counters from Lichenthrope. 5/5. 


iAsth 


Noture’s Kiss 


Cannot be target of spells di it thd or ie this tum. 2/3. 
a 2. Saas 5 Aw 's upkeep, Maddening Wind does 
Ey aR: 
oe creature a hs flying. Creatures assi 
mmoth Hamess get ag strike unt 


EX 
During your discord phase, you ie fo Lo ral - cords from your 


to eck of who are tok 
= of tum. 


2 hand into play. If you do, ia rest of aoe 
Comes into Ledge ene ol counter on it @®@: Regenerate. 0/0. a MG 
eee LUR Ss wnel ty apadac halk s your baraat 9s 
: When torget land is tapped, is eso The player who just lost alond Viper cS Ce oe Kh, Sth 
: to Kudzu must place it on —, : Oks oan aro ie dame by Ve mo bie 
2 Kyscu Drake VS: Master of the Hunt sc 1G 


@@e@: Puta Wohes ofthe Hut token, A Aon cots itis 
band wih oer Woes of he Hu, in ply. 2/2. wal 


Sacrifice a creature to gain mana equal to its casting cost + 1. This mana 
ra inlay ea oe 


Mi e 
iy ese blocks a creature, put four counters on the crea- 
oe 5 untap, remove a counter from the creature. As long 
a cca ony —r it does not ot untop a — 0/i. 
Warrior 
ali aot Woartior counts ee Cat Wen ior. Fst sie a 2/3. 


e 
fate rae ey 
put them back in any 


| Pack is ssa gone oy ai combat, a 
Hoo’ faker io Ta ee Tokens as a pean conte a 
Mortal Wound 
ee 6 
e MG 
i Mode ari siete @ 10 hove it deal no 
ae bat damage this 


Reveal the top four cards of is to yo ol Pg Put any of those on 
thot are ln into your tis a rest into your gor A 


All Slivers get +1/+1. vie 
a / 


CU: @. Mwonvuli 0 _ nd t ch equal to 1 : 
hs poid conelaie ork aye fg oo a 


AN,4th 
IF Nafs A damages opponent, it didia on additonal ] vii during 


next upkeep unless ab is poid be before then. 1 
SOR R oe MG 
Ber with i oa nc enough lands to reduce his total 
al dy ot fewer lands may search his library for 
wo ne 9 bn a ra SN " 
Sacrifice 0 green creature: Search your library for a green creature card, put 
it into play as if it were just then shuffle your library. 


INS R YY 
aco ey Ynys ba. 


ma .: er gains 8 life. 
wm. ” EU ewe 


e 

“ty on one of your creatures. 4: Untap creature. Use only sing You < 
only once per tum. 4: Tap creature to untap a permanent. 

enchanted creature is ica - once each Pe 4 

®: Remove top card in your graveyard les the game: Enchanted creature 


gets +1/+1 until end of tum. 
$0 ooo =6@O WA.Sth 


e's Lore R 
Search 1 library for one -g an putt it into pe, 
lion's feosigpee 


eee 
itr stews fT IR, ¥ cords Bis. to the number of creature = 
in . 
's R IN Ree @@@ ™ 
= ln ore 2/2 creatures. 
e's Wrath IN R ee 688 Al 


Dung your upkeep, pay @ or bury Wrath. Whenever a player puts a 


se LURATHIASH swamp of black permanent into play, he sacrifices a swamp or black 
H it. Whenever a pus on and or ob nent into play, 
J D0 omg toll alia _ Wing creatures. nee Ww i liege a a a Ml Ht eee 000 ne 3M gle pigs pe rae mn permar ri 
PP scoal Did land. (ee ene 6 in = to put that number “ VA ean a Saal bla into my 3 i, a : Needle Som deals 4 fo each ceohue a ni m 
atthe bee » at pis costing an instant, except for the first one cast is oe: Counter a black ot sits big cost. Z ea H “aay tan Nae Uge ink 1 ioe. wy 7s 5 
R eee AN : ; 
Ping i: Do1 mt to all players and ‘and fing creatures; this ability may: om col of one a Mi " tb age e LURAth Sth ; , ogee: e: tes on crave. wn < 
tei als ny player. eae LURAI St | —— 7 on i et i ome ach fe v0 lose. During your upkeep, } " @: Toke two creatures in je poco nd remove them from the game 
pe am untop cocee ‘- extta time during your tum; target may attack Livi a rae yes poe re LUR ath Sth: bain To 0 Saproling token, el oe eat cas creature, Pn 7” 
nent ones AD {Treat al forests in play os 1/1 creat ee] ae 
Ironroot T ~ alll ET UR 4th Sth £  @,@: Lic loses this abil a aT f= 
ae £4. R " 3 Me jm 3 Wt Ree o00 1G: eads “a: Regenerate atone creature” instead of a creature. Move 
ar pe Herd ‘ SC oe hi: are are now also | TV ceohres.= We: anne Te oe effect. 1/1. 
Jol hill Wan Pav am seen, Feet oe a Hd to “ea ’s hand. 4/5. Sth H Top a creature you control: +1 /+1 until fiend of = on, ' Dung enh e's .. if thot Bt Ah a fewer creatures than an 
Johtull Wom ae -2/-1 for each exto cre creature blocking it. 6/6. ; Usnowar oe Uo id Gu00 all fore oe WL : opponent, the player may reveal ca his library until he reveals a 
Jolrael’s Centar SC ( soe Gee NG, @ Soctice ee ee ts. 1/2. ach if creature card, RN Sa eS 
Fnking. tanto be the target of spells or effects. 2/2. : — Go cote a LUR Ath 5 H fl SH 
Joven’s Ferrets eee Hi, @ meee ode Y/. ; eel od a ora. it podess on olin @@. 
Feros oad hy ot 0/2 And of comb, op ol weoyes Aiea eaten + sna i @ nha Overrun te 2 
pe) mt Ferrets. They — as normal next wap phose. 1/1. 3 hen a nike ibe Snel pa hat aa the 2 : — you control wt we a d gan ror until end of tum. 
D@,@: Puta Wood token into ploy. Treat as 00/1 green creature that =: ‘Swarm H TD et 2/2 
rf coun 80 Wa raat strat 3/2. iH ‘ 3 is 5 a4 btm leah eh). 3 Panther et SC oo «of VS 
ingle W oe ; H 
ingle | Wr gets-1/-1 fo at A Fo create tne it. 5/5. : Whenever Lowlond Basilisk damages any creature, sty that creature at: meta of the Woods sc - ee OK 
Junge Orde Druid , im | a a of combat. 1/3. Us eee URMAn : ned of forests you contol. 1 ah 
Karoo ah Te hae SE eat MG i a creatures that con block torget creature must do so {  Pechor Booties W 


Meerkat 
Protection Mia blue. 2/ = 


Fecha Denk: cnet bine pat of sos es 3/l. 


SEPTEMBER 1998 £29 


GREeEN/RED-= 


Name Kind CR Rating — Cost Sets Found 
Description 
Pixie Queen 1G : 


Plated Rootwalla 
- @ 
®@, @: Give torget creature -2/-0 until end of tun. 1/1. 
Predatory Hi KC ee 


fice Preferred Selection and pay @4®@ to drow the card, 
Primal Order 


Pygmy Allosaurus 
Swampwalk. 2/2. 
= aad 
Quirion Dr 


Quirion 


a. & 200 
@OeS, &: Give torget creoture flying until end of tum. 1/1. 
eee 


4® 
@@: Plated Rootwalla gets +3/+3 until end of turn. Play this ability only 
once each tum. 3/3. 
EN Ucco @@ AQ 
Gain | life each time an opponent's artifact becomes topped, or each time 
the activation cost of an — artifacts is paid. 
adesh Gypsi c iC 


unger 
Whenever any opponent successfully casts a creature spell, put a +1/+1 
counter on enchanted creature. 


et 
At the begining of your draw phase, look at the top two cards of your 
library and choose one. Put that cord on the bottom of your library, or sacri 


HL 5th 


EN R eee @@@ vn 
During as upkeep, Primal Order deals 1 damage to that player for each: 1 


non-basic land he controls. 
yise 


Rage oe SH 
All creatures you control gain trample. 
voki INS 


e ae SH 
Untap target creature you do not control. That creature blocks this turn if 
able. Draw a card. 

SC Ree of IA 


(Ceo 8 EX 
For each creature that blocks it, Pygmy Troll gets +1 /+1 until end of tum. 
@: Regenerate Pygmy Troll. 1/1. " 


le oo 2e 
Drow a cord at start of the - after Pyknite comes into play. 1/1. 
iri eco 2 
@ &: Torget land — 0 2/2 green creature permanently. That land 


stil counts as a land. 1/2. 

Elves SC C cece oe MG 
When you play Quirion Elves, choose a color. @: Add one mana of the cho- 
sen color to your mana pool. @: Add #@ to your mano pool. 1/1. 
iri SCC coe @ 

Return a forest you control to owner’s hand: Untap target creature. Use this 
bility only once each tun. 1/1. 


SC Cee 688 EX 
For each creature that blocks it, Rabid Wolverines gets +1/+1 until end of +: & 


We SC U eve 1G,CH,5th 
+2/+2 for each enchantment on it. Doesn’t tap when attacking. 0/ 1. : 
irit Sc ooo 638 16,4th, Sth 


tum. 4/4. 
eee 


U 
4a creature loses Ang ability until tun ends. 3/2. 
OR C ee of 
ch your library for a basic land cord and put it into play, tapped. 
pis INS Ce @@ 


Target creature loses shadow until end of tum. Draw a card. 

INS oe 
Return any number of target cards from your ara ard to your hand. You 
cannot choose more cards than the number of black permanents target 


opponent controls. . 
i SOR Ree @@e@ 
Each ployer aA be healed to 20 life. Any player so choosing antes an 
additional card trom top of his af Remove if not playing for ante. 
INS ooo @ 


Put torget card from your graveyard on top of your library. 
EN R cece @@ 


Xi 


1G,4th,Sth 


Re oe MG : 


NGIM : 
™ i 


16.4 3 


Xi 


each tum. 2/2. 
Re 


jorm INS (C ee e 
Do 1 damage to all attacking creatures. 
Elves Ce 
@@_ &: Destroy torget enchant land. 1/1. 
Scaled Wurm cs Co @e@ 


7/6. 
sarod 


Choose islands or swamps. Whenever a land of the chosen type that target 
opponent controls be a ag 1 life. 
. 


‘oot 3@ 
IF assigned as a blocker, Spider goins first strike and +1 /+0. 2/2. 
ooo 2 
@®@: Rootwalla gets +2/+2 until end of turn, Use this ability only once 


pane ene sc Ce ee 
Sacrifice 0 forest: i ee Alligator. 3/2. 
ove 


fowen VS 
During your draw phase, reveal the first card you draw to all players. If that 
cord is a basic land, draw a card. 


ust N 
Counter target artifact effect that requires an activation cost. 
i Sc Re @@ 


'ysorian HL : 
If Badger is not blocked;-you may have it deal no damage this tum. Instead, : 


remove from the game no more than two creatures from opponent’s 
graveyard. Goin one life for ge removed. 2/2. 
oo 


2 
A player damaged by Sabertooth Cobra gets a poison counter. During that 
pas next upkeep, he gets another poison counter unless he pays @ 
fore then to prevent this effect. 2/2. 


C 
Forestwolk. 4, @: Control target artifact. Opponent may counter this 


by paying @. You lose control of artifact if Bandits leave play. 2/2. 
Scarwood / SC OU eee 


oe 
@OSeS, &: Give torget creature forestwolk until end of tum. +: 
Remove forestwalk from a on until end of tum. 1/1. 


ooo @ 
@@: Sacrifice Scavenger Folk to destroy target artifact. 1/1. 
SC Ue @@ 


IM = 
rotection from blue. While Scragnoth is being cast, it cannot be countered. aft : 
i x Ce “Ss LUR4th, Sth =: 


x i 


(+ @ 6 


NG : 


AN AIG: 

mK 

insth 

Rowe 200 x: 
i /' 


Spike Drone SC 


DKCHSth 


Name Kind CR Rating Cost Sets Found Nome Kind CR Rating Cost Sets Found 
Description Description 
Roots eC veo oe HL 3 Skyshroud Troopers cS Ce of SH 
: Top get creature without flying. That creature does not uniap. 3 @: Add @ to your mona et Play this ability as a mana source. 3/3. 
= Roots of Lite IN Use @@ oud War Beast ( Ree of KX 


far 
Trample. Skyshroud War Beast has power and toughness each equal to the 
nb of nonbasic lands taget — controls. */*. 

° 


3@ 
Torget creature gets -*/-*. * is the number of snow-covered lands the 
defender controls when creature attacks. Otherwise, * equals number of 
snow-covered lands —_— controller owns. 


ol 2 
reatures with any enchantments on them cannot attack or block. 
Bears coo =O 
If Bears is declared as an attacker and defending —_ controls no black 
cards, Bears do not untap as normal next untap phase. 3/3. 
" ny eee eet by dof Ma 
‘ou may play Spider Climb as an instant; if you do, bury it at end of turn. 
Ccreature gets +0/+3 ond can block creatures with fying, 
ike Br SC Ree 68 
Breeder comes into play with three +1 /+1 counters on it. @, Remove a 
+1/+1 counter from Breeder: Put a +1/+1 counter on target creature. 
@ Remove a +1/+1 counter from Breeder: Put a Spike token into play. 
Treat this token as a 1/1 oe creature. 0/0. 
ike Colony ( Coo oe SH 
Spike Colony comes into play with four +1/+1 counters on it. @, Remove 
0 +1/+1 counter from Colony: Put a +1/+1 counter on target creature. 0/0. 


_] Elvish Impersonators 
and Erratic Portal: The Elvis 
wannabees are cool, but 
unpredictable. You may get a 
6/6 creature; you may get 
1/2....who knows? So why 
not defy the odds and keep 
recasting your Elvish 
Impersonators until you're 
happy with the result? One zap 
of your handy-dandy Erratic 
Portal and they’re back in your 
hand and ready to come back 
out on stage one more time. 


Co @ ™M 
Spike Drone comes into play with one +1/+1 counter on it. @, Remove a 
+1/+1 counter from Drone: Put a +1/+1 counter on target creature. 0/0. 

ike Yes oae SH 
Spike Feeder comes into poy with two +1/+1 counters on it. @, Remove 
a +1/+1 counter fro Spike Feeder: Put 0 +1/+1 counter on target 
creature, Remove a +1/+1 — from Spike prs Gain 2 Ite. 0/0. J 

i 6 


e Hate! 

Spike Hatcher comes into play with six +1/-+1 counters on it. @, Remove 
a +1/+1 counter from Spike Hatcher: Put a +1/+1 counter on target 
creature. @®, Remove a +1/+1 counter from Spike Hatcher: Regenerate 
Spike Hatcher. 0/0. 


Spike Rogue Cs 198 X 


Spike Rogue comes into play with two +1/+1 counters on it. @, Remove 
a +1/+1 counter from Spike Rogue: Put a +1/+1 counter on target 

creature. @, Remove a +1/+1 counter from any creature you control: Put 
a +1/+1 counter on sae als 0/0. 


j j ‘ss Flying. 1/1. H e Yeo gee SH 
0195 on phe. Moet Fa bo ae 3 Charm INS C eo @ MG : Soldier comes into play with three +1 /+1 counters on it, #@, Remove a 
Redwood Treefolk c¢ Co ge Wwe: Retum target creature enchantment to owner’s hand; or regenerate a green: +1/+1 counter from Soldier: Put a +1/+1 counter on target creature. Remove 
3/6 = creature; of torget creature gars trample until end of turn. a +1/+1 counter from Soldier: Soldier gets +2/+2 until end of tum. 0/0. 
ati fC © mem LURAHANGSH Seeds of Innocence OR Roe Of NG ike Weaver lle 4g. ee x 
@: Regenerate enchanted creature H Bury all artifacts. Each artifact’s controller gains an amount of life equal to Spike Weaver comes into play with three +1 /+1 counters on it. @, 
. row SOR | cece om LUR = <..,that artifact’s casting cost. = Remove a +1/+1 counter from Spike Weaver: Put a +1 /+1 counter on 
sm 0 cord from your graveyard into your hand + Seeker of Skybreak SCC oe Of TM : target creature. @, Remove a +1/+1 counter from Spike Weaver: 
Reincarnation INS U cco @ is : ©: Untop target creature. “4 = _ Creatures deal no combat damage this turn. 0/0. 
If forget creature goes to the graveyard this tum, put a creature from that Heart er os 6 6e MG Spike W - ae ee SH 
graveyard directly into play under the control of its owner. Destroy all local enchantments. = Worker comes into ig bes two +1/+1 counters on it. @, Remove a 
OR Ce eo HL - "A sede ss oo 6608 A: fe counter from a eae fe a le ti M 
ifi i ¢ 7 A @@- +1/-] until end of tum. 5/5. > Spit lurm ee a 
Sacrifice o land to search = a and put a 7 land into play co D tas ae aie Lupa Sth 


Ritual of Subdual - eee wi: 
CU: @. All mano-producing lands now produce colorless mano. : 
iver ( eco @@ 


logue oo @ WL : 
When Elephant comes into poy socrifice a forest or bury Elephant.3/3. 
N Re @ ™ : 


Rootbreak 


Creatures deal no combat damage this turn. Gain 1 life for each attacker 
i INS Ucce @@ 


Uni end of tum, each cecture you conto gins “a: Regenerate this creature.” 
i Ww Re @ 1G, CH; 


e 1a = Singing Tr 


All players play with their hands face up. 
SCC 
Snow-covered forestwalk. ts 


Islandwalk. @: Regenerate. 2/1. 


All artifacts and lands come into play tapped. 
er Wurm SC ee 
Tromple. 6/6. 


Ke' 


130 INQUEST 4 


VS ; 


eee ™ : 


4 Pa fEnctont Word 


Forestwalk. 1/1. 


in Brownie EE 's oe \G 
= Remove banding a from torget creature until end of tun. 1/1. 
Shri NS (Ce e HL Sth 


Torget creature gets -5/-0 until the end of tum. 
inging Tree SC Reo @ 
@: Reduce attacking creature’s power to 0 until end of tun. 0/3. 
cymes thi vA send Vl 
: Target creature with flying gets -1 /-1 until end of tum. 1/1. 
ud Li aaa 


@: Add @ to your mana pool. «: Add a or @ to your mana pool. 1/1. : Spor 
ee gj ee @ a 


baer Elite gets +1 /+2 os long as any opponent controls any nonbasic 
nds. A 


‘oud SC Cee @ ™M 
®: Choose 0 land in your hand and put it into play. Play as a sorcery. 1/ 
T ooo §=208 qT 


re 
@®@: Regenerate Skyshroud Troll. 3/3. 


EN Enchantment INT_ Intern SC Summon Creature 
uw ety ad SL. Summon Legend 
MS Mana Source SOR Sorcery 


(a 
W 


Jeo #e08 Ok 


Spitting Sh SC 
i otis! strike until end of turn, If this ability is not used, every creature 


in combat with Slug goins first strike until end of turn. 2/4. 

ing Wind IN ( eee @@@ ry 
@@: Do one damage to target creature. Put a Splinter token into play. 
Treat os a 1/1 flying green creature with CU: @. If this token leaves play, 
it deals 1 damage to you and to each creature you control. 
re INS ( +e @@@ FE 
Tap all blocking creatures. No creatures in combat do no damage. No creatures 
in combat untap as normal during their controller's next untap phase. 

Flower sc Ue 


re 
Put a counter on Flower = upkeep. Remove three counters from Flower 
to prevent creatures from dealing damage in combat. 0/1. 


Stalking Tiger Sc Ce @@ MG 
Stalking Tiger connot be blocked : than one creature. 3/3. 
St INS ooo §608 lA,Sth 
| attacking creatures get trample and +1/+0 until end of turn. 
SC U ce gee VS 


eae your upkeep, retum a green creature you control to owner's 
and. 5/4. 


INS U cece @@ LG, CH 


er 
Do 1 damage to opponent for every card he has in hand. 


Name Kind CR Rating Cost Sets Found Name Kind CR Rating — Cost Sets Found Name Kind CR Rating — Cost Sets Found 
Description Description Desciiption 
Storm Front IN Yoo @ TM : Venomous Breath INS Uc @@ \A = Willow Faerie Ss Ceo 8@ HL 
@@: [op torget creature = ie All creatures in combat with rts are destroyed after combat. wat 1/2. 
‘eam of Life xe LU,R4th, 5th ferdant Force sc TM : jillow Prestes SC Riese @a@ HL 
a, Jet player gains X ite During each player's upkeep, put 0 ‘sapsing token into play. Treat this “y Toke a Foerie from your hand and put it directly into ply. @@: Target 
roed Bours SC C WL token as a 1/1 green creature. 7/7. green creature gains -- from black until the end of tun, 2/2. 
ne Striped Bears ones into tg ge draw a Pe v 2. Verdant Touch 2 SH Re ee8 1G 
Stunted Growth oae Buyback @. Target land becomes o my creature permanently. : ®: Gain control of tage et iia Lose control of this ie if Satyr untaps 
Jove player must put dat At fun ish his hand on top of his library. igri INS Ueeoe @@ TM : si eos your control. You I leave Satyr tapped. 1/ 
e Destroy ae ortifact. i ® V 
oad = deals 0 damage. It gets 0/4, aah Casting cost. ran Ree) «@@e@ LUR 4h Sth = Ah ofking flying ae si pe 2 a lose fying until end of turn. 
mmer VS : Winter Blast xe 16,4th,Sth 


You may .5 up to three ge | ni this a 

Superior Numbers ee MG 
Deal to target creature 1 a hs fe Creature you control in excess of 
the number of creatures Taget oppo opponent controls. 

Survival of the Fittest ooe 8 X 
@, Choose and discard a creature a Search your library for a creature 
card, reveal that card to all oe ond put it into your hand. 

Sylvan Hierophant 

If Hierophant is put into any groveyard fear play, remove ee from the 

game, then retumn a aan a in your your graveyard to your hand, 1 Me 

Sylvan Li oe 16,4th, Sth 


You may draw two extra i as your made pol then either put two 
of the cards drawn this me back or pay poy 4 life per card not replaced. 


Change the color of one or more creatures to = until end of tum. 
7 
ae ain | life if Torpan goes iby the goveya from — Vi. 
; Goin 3 by Gain 3 life for e 18 you pay oe whe ceils Cost. 


@ &: Licid loses this ability and becomes a ovate _ that reads : 
“Nl creatures able to block enchanted creature do so” instead of a creature. 
Move Licid onto target creature. You may yay ® M4 end this effect. 2/2. 


Put a counter on Thallid during upkeep. ieee three counters to put a 
paproing tk token, which is a ia green ce creature, in py ii. : 
lo a8 FE 


Put a counter on Thallid Devourer during upkeep. Remove three counters to 
ed es token, which i ah 1/1 green creature, into play. Sacrifice 0 
cD ty +2 until gf ae turn. 2, ape 


ee FE : 
2,2: —_ a green fails font tum your forests into 2/3 creatures: 
bt and fh. Wi. : 


©: Sac etn “ond into eb fest. 1/2. 
4 ice 0 green creature ‘eh Ind info a ic forest. 
A ia bee 


Do 3 damage to any player who nse a ean into play without putting a 
-1/-1 counter on a sa he controls. 

n’s Curse Re FE 
Blue creatures do not wild as normal. During upkeep, a blue creature’s H 
controller may pay @ to untap one and only one creature. yi E 


“a ] blocki tel Bal ‘ t Wi a 
non-wall creature blocking or lisk is destrc : 
Thom fli st 2 


During your upkeep, put a spore doch on Thom Thallid. Remove three 
counters to have it deal 1 — to any target. 2/2. 


carst 188 
__ Destroy target land. You gain 1 lite if tat land is ee 


Je ae a: 
in | life whenever target ae tops an island. . 
Timber Wolves sc Re @ LURAt 


bar Vi. 
Tinder W SC ( coco @ IA 

Sacifce: Add @@. @, a Do 2 2 damage fo creature it bre ie 
Titania’s Song EN oe 


Every non-creature artifact loses its ‘hie and becomes an wat fee : 
‘ with power and toughness ale to its Costing cost. : 
01 ae 


Ai 
CU: @. @@: Pay 3 life for sate ‘ini on Tornado. Destroy target H 
Took te ond put a counter on Tornado. Use only once each turn. 
Top hit Ss oes clo 4 
larget is Sumi may an extra time. Contrip. 
Tracker _ R eee oe (a 


@@, ®: Do damage in power to by: creature, Target creature does 

damage equal to its power to ei i /2. : 

Trailblazer INS oe «988 IA: 

Tn creature may not belated this tum. 3 
Ad 


ed Domain INS ( eee 


ora all global enchantments. 


ae  Destoy all other ender : 
Sor C ee = LUR4th,Sth,TM S Wd 


beer all enchantments in ae 
oo 688 
ie X aa to all flying creatures ‘ied 1 damage to all blue ceatures. 
Trumpeting n SC lee oe 
@®®: Jorget creature oN ys en My tum if . rey en 


sunami 
. Destroy all islands in play. 


Dold tt It fe Hekd h mf | 
}0 | damage to opponent for each island he controls. H 
ar = SC Ce gee 


WL: 
Bot ; 
Ulta Fes re | 
Flying. oe, Sacrifice Uktabi Faerie: Deshoy tape “an Wi. 
eee =: sola d aod itifact. 2/2. 
yen Uktabi Fone os a lestroy target ar 
tobi Wildcats sc oR oe 6 
*is ee. of forests uct a a ee Scie ft: Regenerate, */*. 


gr 
No creatures deal eins in Shek ths tum. tev poy @@ inaddition 
to costin hog Undergrowth doesn’t offect red creatures. 
oe Ik. em: T china fo wi il end of vi 
orestwalk. ab jarget creature gains forestwalk until tum. 
Untamed Wilds SOR U ewe A 


counter on Wiitigo if it has been blocked or has blocked since your last 
. Search ore library for one bon “ed cand put it in oir : ) H ipkeep. Otherwise, remove a+1/ ¢ : on aes 0/0, 
Inyaro : : 
aan so be eg deals 2 fr soe target ee. eg: menses i wee 3/3: EL ie LUR eth IASI; 
“a non-wall creatures in combat with target ore add after combat : Tine ne priest eta vi pes for rw. i 


wie 3/3. 


H Walle Mood SC 


Drow a cord ont time you Eda an enchantment hs 
er 


feteran 
If Explorer is pt into any come "bry od b player may search hs 


Untop all creatures you control. 
's Gardens 


oe 
@, me 0 creature you control. Gain 2 ie Play this ability as a sorcery. 
OR R ® 


—S er puts 01/1 np ep enies. ! We 
= la me SC mig SH 
Whe Wall of Blossoms comes into ‘da drow 0 = 0/4. 

Wall of Brambles Sc Ue ef 


@: Regenerates. 2/3. 3 
; “gio cs Us of LURAth  : 
Al = Woll of Pine Needles  SC_—«U ee 


Cn MG 
Put a -0/-1 counter on Wall of Roots: Add to your mano pool. Use this 
bility only once each tum. 0/5. 


¢.'e ® 
Ue oe LRA Sth : 
a: ] _ fo controller a heer creature a on : 
( eee LUR4th Sth = 
haa 3/3. ; 
: 3/2 ( oo @g@@ bus 2 
wampwal : 
Whoo LURAt : 


Target creature gains ele ond nn block iy creatures, 


@@, &: Torget moy not a wena of — eventing 
effects, If torget goes to graveyard, remove i it from the game. Mi. 
2 


Protection from black. Gains +1 a ‘it don damages fae V/ i 
ip Vine SC 

Can block flying creatures. You may he not to untap Vine during untop 
phase. @: Top target Lio oe blocked by Whip. Creature does not 
untop os normal as long os Vine es topped. 1 ie 


Al flying creatures lose flying until end of turn. iv Wien is in your 
graveyard, you may sacri ct a snow-covered land to return it to hand. 
R ee saan i) 

t six +1 /+1 counters on ae During your upkeep, put a +1/+1 


WR ASI: 


oe Wi 


: Active Volcano INS 


LURAt : 


OK 


16,4th,Sth i 


ai 


Top X torget creatures. Do 2 we: to each target flying aan 
inter's Grasp SOR oo §688 


or her library for up to two _ rig ond put _ lands into ploy. 1/ Mi Destroy get land. 
Elder Wolverine Pac cs Ce gee 16,5th 

®, ©: Soctfice a forest: igo alt al Vi. : Rampage: 2. 2/4. 
Vitolize e WL = Wood Elemental 1G 


C Re oe 
ett * untopped forests when casting Wood Elemental. */*. 


vere Wood Elves comes into play, search your library for a forest card and 
ut that forest into play. 1/1. 
Mammoths IA 


¢ 
Goins trample if you control ony swe ant yy 2 


oe IA 
Does not fly, but can block flying pe, yor Spider gets +0/+2 until 
end of turn if it blocks a fing creature, 2, 

Worldly Tutor INSU eee MG 
Search your library for a creature card and reveal iat cord to all players. 
me... Bd ad library and put the revealed card back on top of it. 

SC Ree Gee Ok 
bry a until end of tum and you toke 2 damage. 44: 
Swompwalk until end of turn and you ta he 2 damoge. 4/4. 


AN, 5th 
ie Give o creature +1 /+1 until end dy tum. at ‘ 
“e el 2 until end of tum. 2/7. 

‘avimaya coco 28 Al 
Trample. CU: @@. nae by a — 5/\. 
Ye Gnats IA 


‘avimaya 
Flying. @: Regenerate. y t 


Ce 
Destroy a blue permanent of retum an island to own 
C o 2 


PAS 3.2/4. 


U eee 22 WL 
When any creature comes into play, Flash deals ? domage to that oa, 


e 
Destroy torget artifact, creature, or land. i Ahershock deals 3 damage to you. 
of Sl C ee e Al 


@: Add & to your mana pool. 1/1. 
obra ats) ® NG 
chanted creature gets +1 ae a goins rns fonking, 


22 IA 

ie jet non-wall creature gains first Sito and trample. Destroy that creature 
end of any turn in sg it did not attack. 

R ee §6@00 AN, CH 


: Steal an arfifact. vo 
1e MG 
Flip a coin; If you win, target ae we ais until end of turn. Cantrip. 
Swine i) SC OU ee AN Ath 
lap 0 wa 
's Tower S C 
Tange! Boing creature gains +3 #1 nil until “an eo. 


200 
You apt be reduced below 1 1; tei to damage. 0/1. 
S 3e 
All blocking creatures get first aN 
( Co ee HLS} 
First strike. May attack the turn it comes into play on your side. 3/1, 
Amok NN Re ge 
@®, Discard o cord ot random: Put 0 +1/+1 counter on target creature. 
Terrin Ruins EN R 288 HL 
A creature type of your choice does not untap during untap phase. 
Anc o 2 
©: Torget Minotaur gets ao until end of tum. 1/1. 
d S Ceo 68 
First stnke. 2/3. 
Anabo Shaman SC Co oe 
@, ©: Do | damage to lager creature or player. 2/2. 
iri SC Ree 200 
All minotaurs get +1/+0. a 


Destroy all white sean 


U core 200 IA 
( 40 EX 
When Anarchist comes into ie] ~ may return target sorcery card from 
Ny graveyard to your han 

tunes 


228 T 
During each player's oe Ancient Runes deals | damage to that player 
for each artifact he or she controls. ‘ 


22 
ss all permanents from the dome. Discard i hand. as 
yi ©: Torget creature me +] au * ®: Torget gets +0/+1. 1/ ty 

Artifoct Blast 2 
Counter on artifact as it is ha a 


( oe #@ AQR,Sth 
©, Soctifice an artifact: +2/+2. 1/2. 
SOR Ue S200 IA 


U ee 12 LG 
Do half the damage (round down) done by one sorcery to its caster. 
va Barbarians cS Ceo gee 


Horde SC R eee BO@ 
When Horde enters play, nook fom discard o card — Horde. 5/5. 


Destroy X snow-covered "3 


Put X +1/+0 counters on Hydra Bos it comes into play. @: Remove a 
+1/+0 counter to prevent 1 damage to Hydra. @@>@: Put a +1/+0 
counter on Hydra during your upkeep. 0/1. 
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Name Kind CR Rating Cost Sets Found Name Kind CR Rating Cost Sets Found 


Description Description 
Brassclaw Ores cS Ce Ge FESth = Convulsing Licid cS le ee SH 
_— Connot be assigned to block creatures of power greater than 1. if y : @, @: Licid loses this ability and becomes o creature enchantment that 
B Brothers of Fire SC C ee pee K4th,Sth = reads “Enchanted creature cannot block” instead of a creature. Move Licid 
[~— ® ® @@:Do | domoge to any target and 1 damage to you. 2/2. : onto target creature. You may pay @ to end this effect. 2/2. 
The Gathering Brute, The tC Ce @@ 16,4th,5th = Craven Giant ec Ce 20 SH 
: Target creature gains +1/+0, @ @@: Regenerates. : Craven Giant cannot block. 4/1. 
| : Builder's Bone SOR Co aKe MG = Crevasse NW oUe @@ 6 
? pl jay eores geste. : Destroy X target artifacts. For each artifact put into the ea in this : Creatures with mountainwalk may be blocked. 
i-—| , — : : way, Builder’s Bane deals —_ e to that artifact’s controller. ; : a Hellkite a. SCR eee pose ie 
: Burnout oo «68608 Al: lying, &% @: Do X damage to target creature. Spend red mana only. 6/6. 
Name Kind CR Rating Cost Sets Found : Counter ey blue spell. Cantrip. = Crimson obolds & C . 0 \G 
= Description : Burning Palm Efreet SC OU 2ee MG = —— Grimson Kobolds are red creatures. 0/1 
: . 1 bd domage | pom it loses flying for this turn - 3 a ne HF Sere: oh - . ee — 
. r > Burning Shi ari coco 2O 3 lying. @, : Do 1 damage to an attacking or blocking creature. 
= ane hs cf BBs sickness. 3/3 N : Flanking. @@: First strike until end of turn. 2/2. : Kino oc st U ee 42 MG 
Ball Lightnit oy sR fig eae “DK 4th.Sth ©; Burrowing Fe Gee) “® LUR Ath = Flying. If Roc blocks a non-flying creature, it gets +1 /+0 and first strike 
H Gs He HI Lightni : fat 8 Torget creature gains mountoinwalk. : until end of tum. 2/2. 
f Trample. Ball Lghning is unaffected by summoning sickness. Bury Bal : on Drake cp 200 TM: Grookshank Kobolds SC ire e 6 
Ht Lightning at end of turn in aad Hh pbs into Hay. b/ I. a lying. — a cort-at random: Canyon Drake gets +2/+0 until end; ‘ Copa Kobolds are - jovas. 0/1. a 
2 @, ©: Give torget creature snow-covered landwalk ability of your choice: 0 tum. 1/2. ; one Sm@ ae! 
fabs! until end of turn, Return creature to its owner's hond at end of tum. 1/2. po ene M1 Si Ce @@ ™ ; shay pate +1/+0 unfl end of tur. @: Return Crown of 
—— ins “@ a ee ets 41/ unt end of tum.” 2/ _ : Cave SC Use bee Ok,4th Sth = Curse of Marit Loge EX PRs) Oe A 
= tanbayh wr oo sec ee Phe: People get +1/-2 until end of turn when they are attacking. @@, @:  : Top all islands when Curse of Marit aye comes into play. Islands do not 
Tat Geoture ais trample unt end of tun. That creature gets +1/+1 . = tng creature a em of mle 4 ap during their ca ‘ Ce Ms. 56 24 
| = PB ky turn for each a bad blocks t ° ik: Noplayer may attack or block with more than two creatures each tum Top target creature. That creature deals damage equal to its power to 
i All your green creatures gain +1/+1 until end of tur. All your other : Chain Lightning BRAC seco, 1G another forget creature, 
! creatures gain +1/+0 a end of tur. sal : Do 3 damage to ony target. The target or target's controller may pay @@ tk oo Al 
{ ©) Beasts of Bogardan sc oo 2@ 16 : for Chain Lightning to do 3 damage to a target of his choosing. : Do | damage to any target. At end of upkeep, if Spark is in your get 
: Protection from red. Gets +1/+1 if opponent controls white cards, 3 /3. > Chandler SLC ee se HL : with creature directly above it, you may pay @ to pick up Spark. 
4 i ‘ sai Lia 3 @Se@, @: Destroy torget ortifoct creature. 3/3. > Desert Nomads hs inet 2e 
—_ bes creature Mee ond : locked it a le and gets Boos harm ths ee @ MG Desertwalk. Immune to damage from Deserts. 2/2. 
it +4/+0 until end of tun. Contip ah i g : Target creature is unaffected by summoning sickness this turn; or Chaos : Desperate Gambit NS oe o WI 
f —_ Betrothed of Fire at a se We: Charm deals 1 damage to a creature; or destroy torget wall, : Flip a coin; target opponent calls heads or tails while coin is in the air. If the 
b ws Soctfice an untopped ceoture: Enchanted creature gets +2/+0 unt end of tum. o- ay ia sc m - ad ° oe ce, Al: pe ends up in your Ly on the Years dealt by a source you control. 
i Fy oA 3 : Remove top cord of your library from game. If its o land, Harlequin gets = erwise, prevent all damage from that source, 
; = Soctfice enchanted creature: i oaies you paien: +2/+0 eri a 4/0 until end of turn; others, Halen gets +2/+0. 2/4. : Detonate OR o- =e AQ, 4th, 5H 
I Pal Flying, 1/2 me. e INT Re e LUR4th = Destroy target artifact and do X damage to its controller. X is the casting 
Boag Bigg ; a oe re ig : hare the color of on ploved or in play to red. ‘ H ‘ — the artifact. ns 
H : ad eee : Disharmony oe 22 
} = pe oF bi pegation my tg me onage ae ‘ 3 First strike. Chaos Lord is unaffected by summoning sickness, but not the = Untop target attacking creature and gain control of it until end of tur. 
H damage done to that Hig 0/3 r ge en ; first time it comes into play. If the number of fp in play is even :  Disintegrate SOR ( cece He LUR,4th, SH 
H Blind F NS. .U0e Mc : during your upkeep, opponent gains control of Chaos Lord. 7/7. : Do X damage to target. If target dies this turn, remove it from game. 
! Al omit lose trample until end of tun, Double of combat damage : Chaos Moon EN Ro §@680 A; Dizzying Gaze bee rhe 
ij assigned to creatures this tum. : : If the number of permanents during an vrons is odd, all red creatures pai lay Dizzying Gaze only on a creature you control. @: Enchanted creature 
i Blistering Barrier 5? {.00 2e NG +1/+1 and all mountains produce on additional @. If itis even, all re 3 deals 1 damage to target creature with flying. 
| Counts so wall. 5/2 = creatures get-1/-1 ond all mountains produce colorless mana. : Dragon Whelp SC Ue gee LU,R,4t 


lying. @: +1/+0; if more than @@@ is spent this way in one turn, 
Dragon Whelp dies at end of turn. 2/3. 
Duct Crawler sc 


Ceo @ 

} @: Target creature cannot block Duct Crawler this tun. 1/1. 
rven sR’ '@ 
@, ©: Discord a card from your hand to put a +0/+1 or a +1/+0 
counter on target creature. 0/2. 

Dwarven Armory EN Ree gee IA 
2: Soctifice a land to put a +2/+2 counter on a creature. You may only 
use this ability during your aa 


i Dwarven Berserker - ve WL 
i some Common Courtesy, : If Berserker is blocked, it gets +3/+0 & gains trample until tur ends. 1/1. 
i without the courtesy part. : Dwarven Catapult INS Ue @ FE,5I 


Do X damage, divided ore among all of opponent's creatures. 


With this enchantment in play, : Dwaryen Denon Team : f - 8e \ 
| i ; ©: Destroy target wall. 1/1. 
} drop down u Censorship ond = Dwarven Lieutenant SC - ee F 
fame please, When your : —— — target Dwarf q +0 until end of turn. 1/2. a 
5 : irven Mit eee te 
| opponent hries to ask 5 : 2@, : Destroy target nonbasic land. 1/2. 
} Bie Permission without saying the : Owarvenlomad SC Sop 5 Te NG 
; Counter any spell unless its caster magic w ord, be sure to quoie ®: Target creature with ti 2 : ess is unblockable this tum. 1/1. 
asks your permission to play that : Dwarven Poe e@ 
spell. If you refuse permission, the flavor text. Ifhe stiliwon't : @,@: get Dworf gets mountainwalk until the end of turn. 1/1. 
| Sacrifice Common Courtesy and k : Dwarven Sea Clan sc bd 2e 
Sin’, PUTA abesatte aati counter the spell. suck up the 2 damage, feel : — @:Atthe end of combat, do 2 taaps to yt atocig ot blocking 
submissions for this card. | “You didn’t say the Magic word.” free to do him the courtesy of —_ fal use if a s aa et controls any islands. 1/1 ile 
, = rate ° : Dwarven Soldier eo ne ot 
a putting his countered spell in : If Dwarven Soldier blocks or gets blocked by Orcs, it gains +0/+2 until end 
the graveyard 3 of tum. 2/1. 
fe : Dwarven a INS ° e 1G 
wi > Change color of any number of target creatures to red until end of turn. 
“ t 'Chapaphore EWR us | "Sp heah eroded niin d wot oemted  ae I 
Blood Fr INS ( ee @ ™ : : Ps oo 20 ; : _ @: Switch power ond toughness of target creature until end of turn. Effect 
Tonpet ahacking or blocking creature gets +4/-+0 i. end of tun. At end of emp “it ving Ferg ga without flying. Creatures without i a rd ce 5s power alter its toughness instead, and vice versa, 
rae nse INS Co @@ 1G.4th Sth; Chooti too ck gee TM : DworvenTroder = CSCC HL 
Target creature gets +4/-4. Its toughness cannot go below 1 ou" + Chaotic Goo comes into play with three +1/+1 counters on it. During your: /\. 
Blood Noon EN ecse J e DK.CH : ipkeep, a may flip a coin. If you win the flip, add a+1/+1 counterto = Dwarven Vigilantes SCC 2e VS 
Treat all nom-basic lands as basic mountains "+ Chootic Goo. Otherwise, remove a +1/+1 counter from it. 0/0, 3 Vigilantes attacks and is not blocked, you may have it deal no combat damage. 
¢ SCC oe Be WL 2 Gnder Goud INS oe 69008 NG : you do, Vigilantes deals damage equal to its power to target creature. 2/2. 
Bloodrock Cyclops attacks each tun if able. 3/3 H Destroy torget creature. If the creature is white, Cinder Cloud deals to that © : Dwarven Warriors SC Cee ge LU,R,4th, Sth 
Firefond SC oe Be WL 3. {eature’s controller “oN the creature's power. " 4 ae... Target creature of ar no greater than 2 becomes unblockable. i : 
irefiend is put i i H Crawler - oe : Dwarven Weaponsmi - ve , 
sie rot ea put nto any grveyer rom ploy, idols 2 dmage : @: Cinder Crawler gets +1 /+0 until end of tum. Play this ability only if : ©, Socrifice on artifact: Add a +1/+1 counter to target creature. 1/1. 
Phoenix Sc Re geee wi a. ler is blocked fe . : cid “ a fi Bg : ® LUR 
Flying. If Phoenix is put into any graveyard from play and has no counter on: Giant - ow, 2 4 }o £ damage to and remove flying ability trom target flying creature. 
it, retum Phoenix to play ond uh counter oni; if Phoonit is putin ony: Dering keep, Giont _ “ ud other _ you control. “iy at nen Col oa see LUR 4th 
we an canis i nape — ifs. ™ 3 If Cinder Wall blocks, destroy it at end of combat. 3/3. : Enrthquake SOR R seco w@ LUR 4th, 5th 
Destroy all islands = Cone of Home SOR oor 63ee WL 10 X damage to all players and non-flying creatures in play. 
: INS ( ee 20 WL: Choose three target creatures and/or players. Cone of Flame deals 1 > Elkin Loir EW R ee 3e Vs 
Target creature attacks this turn if able. Draw 0 card : damage to the first, 2 damage to the second, and 3 damage to the third.  : During each player's upkeep, that player chooses a random card from his 
Bone Skoman  fu0e 200 wi: — fl Uee gee WASth and nd sets it aside face up. The player may play that card as though it 
® : Creatures damaged by Bone Shaman this turn con’tregenerate. 3/3, ake contol of target land. NG = fk siete is hand. Ifthe a rd * play the cord by end of turn, bury it 
Brand of Il Omen EC - @ i: be : Ekundu Cyclops 


oo 3e 
CU: @. Target creature’s controller may not cast summon spells. Play on a beer Creoture gets +1/+0. During your upkeep, puta+1/+0 counter : if - pon you control attacks, Cyclops also attacks if able. 3/4. 


on creature. At the end of any upkeep, if creature has 3ot these counterst, bury the jinn SC Ree gee MG 
creature and it deals to its controller an amount of damage equal to its power. H Flying. During each player's wpkoep, he or she may pay @@ or 2 life to 
; gain control of hans 4. 


— ; —_ ? Enraging Licid ° le TM 
i - a EN. Enchantment {NT SC Summon eatue @,@: Licid loses this ability and becomes a creature enchantment that 
i € DD AC Fi acmreh Ww ee SL. Summontegend: = reads “Enchanted creature is unaffected by summoning sickness” instead of 
Ww ay e 3 : . You may pay @ to end this effect. 1/1. 
® Sade INS. Instont MS Mone Source SOR Sorcery ;  oceatur 
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Nome Kind CR Rating Cost Sets Found Name Kind CR Rating Cost Sets Found Name Kind CR Rating — Cost Sets Found 
Descipton Description Description 

Enslaved Scout 2 Al: Glyphof Destruction INS UG Goblins of the Fag SCC @ OK, CH 
@: Mountainwalk until ad r a, fa Make target wall you conta 10/0 he toting. Target wall takes no Mountainwalk. Bury Goblins if you control any Dwarves. 1/1. 

Eron the Relentless Goblin Snowman SCS Ue 6e A 


se 
@@@: Regenerates. Unfeced bale summoning ioe 5/2. 
C (Cee @@ 


rontry 
Torget creature gets +3/+0. No other creatures can attack this tum if target : 
Re ee OK : 


creature attacks. 

Eternal Flame SOR 
Do X damage to target opponent, where X is the number of mountains you 
control. Lose half that amount of life, rounding up. 

Warrior KC Ce @ 
bn creature does not Ms to attack, 

Ev OR 

Deal 1 domage to each blue and wlite ce creature. 

. a SOR Re 1G 

Flip Falling Star onto playing area. Star must rotate 360°. Any creature 

Stor touches takes 3 damage and tops it ifit — 


Or INS C #00 4 : Gobl 
Choose if and how one defending creature aks The block, if any>must be 


seat Play after defense is og but before damage is dealt. 
ihe Hames 


Jee 800 SH i 
- : Gobi tte Infantry 


ae @. Dox is a age creature or ~~ 
Top all creatures blocking ce creature. Target deals no damage. 
[: R eee 80 


All creatures you control ga by summoning sickness. 


HL 


16,4th Sth: 
20 HL 


fanans in combat but is destroyed at end of turn. 
in Artisans sc ue 2 
: Use only when you cast an artifact. Flip o coin. If opponent wins, your 
artifact is countered. Otherwise, draw a card. 1/1. 
in Balloon Brigade SC oo @ 


@: Gains flying until end s turn. a 
Goblin Bomb 


le 
During your upkeep, you oo choose to flip a coin. If the flip ends up in 
your de put a fuse counter on Goblin Bomb. Otherwise, remove a fuse 
counter from Goblin Bomb. Remove five fuse counters from Goblin Bomb, 
—_— Goblin Bomb: Do 20 age: phon to target player. 
rdment ve 
Soe 0 creature: bbe dl ] pre to tor Moy creature or _ 


Hi Gabi amet land is 0 basic mountain, all Goblins cooky roe? 
irurgeon Sty eS 
aaa 0 Goblin: pp med creature A 
in 
oot Digging berg destroy forget a V1. 
1 
wee oris todas gs it gets - ip /| ber ho of tum. 2/2. 


Islaondwalk. At the stort of the fet pay a. or ae hy or 
blocked by Goblin Flotilla get first se unt until ~ of tun. 2/2. 


AQ, CH: 


LRA 


™ : 


DKSth 


Snowman neither takes nor deals damage in combat when blocking. +: 
Goblin Snowman deals 1 de fo the creature it blocks. 1/1. 


Goblin Swine-Rider 


If Swine-Rider is blocked, it deals 2 dae to each attacking creature and 
2 damage to each Bodkin cote. 1/1. AR 

lin Tinkerer NG 
@, ©: Destroy target artifact, That anfoct Pe an 2 poe of damage 
ena i casting cost to Goblin ie 1/2. 


WL 
®: Destroy target artifact bine controls. Goblin Vandal deals no 
combat damage this tum. Use this ability only if Goblin Vandal is attacking 
and unblocked and only once each tum. 1/1. 


Goblin War Drums IN Cee @@ FE,5th 


FE : Goblin Wor 


Each ‘oning you control may not be blocked 4 less than two a 


20: Soci two Goblins to put es VA wh Goblin tokens into play. 
Goblin 


2 
®: Puta Goblin from your hand ti into play. @: Give target Goblin 


a ty from white until a of tum, 1/1. 


U eoee Al 
& ® @: Destroy target gira arifot vin casting cost of X. 1/1. 
Wor INS Al 


Attacking creatures connot be kd by only one creature this turn, Play 


Ke : in Gri only during combat before defense is chosen. 
For each blocking creature, flip 0 coin. If you win the flip, that creature deals: Soe see Deal 5 — to tg ‘ils of player. C Ree @@ LUR 
no combat damage this turn. H Ue se Flying. @: +0/+1. 2/2. 
R eee MG : sacrifice Grenndies: Deo forget creature and me i Use this ability i EW 20 \G 
= mens tum, You lose the game at the ee of that turn. : only if Goblin Grenadiers is ckin ond unblocked. All creatures lose flying = 
ee DK,CH,Sth : Goblin Hero oo DK,5th : Gray Ogre s 20 LU,R,4th 
“A ing. @: +1/+0. Only iO ay te used in is — 1/2. : 2/2. E 4 
wt LUR Ath = : Grizzled Wolverine Ss, & o Dee 
$ 5 @: +2/+0. Use only a yap is blocked ond only once. 2/2. 
e Whi EC eoee Oe WL : Guerrilla Tactics ( oo 69@ Nl 
Play only on a creature you control. Enchanted creature gains the roy : Do2 pool to ony La My a spell or fect controlled by an opponent 
“@®: Do | damage to target creature or player.” Sacrifice Fire Whip: Fire causes MS to discard at : Ly 4 | damage to hy target. ie 


Whip deals 1 damage to ee creature or player. 
Fireball ore 8 LUR, 
Do X damage, divided evenly me any number of targets (round down). 
Pay a for each target a the first. 
Fireblast ( eee 
You may sacrifice two weak instead of paying Prbls casting cost. 
Fireblost deals 4 damage ' torget fae or player. 
ooo 


@:+1/+0. 
Hg @: Firefly gets +1 (0 wil re of tum. | a, 1. 
resi ( eee 


linger T 
e: pg: deals 1 3 to target phe or rine and 1 damage 


SLUR AT MG,Sth 
™ : 


R eooe @ W 
Discard X cards: Do X vn ; to = of X creatures and/or players. 
Firestorm Phoenix st ooo =642@ 


Flying. Return Phoenix to owner's Kd if it goes to the graveyard from play. 
OK4th = 


If so, it may not be cast that tum. 3/2. 
Fissure NS oo §=6G88 
Bury target land or creature. 
. T == 3/+3 ond fir yh: d of 
arget creature gets +3/+3 and gains first strike until end of tum. 
Elemental Mee 200 
@, ® Soctifce: Do d wae ae Ye 
@: +1/+0 until end of tum. a 
Flame Wave SOR 


Do 4 damage to target ie ond aa creature he or she controls. 
oo 


2e TAMG,Sth 
LURAth Sth: 


Flore does 1 damage to yt target. Contrip. 
Floshfires Vee 68 


ve SH 
— a creature: Fling de damage equal to te sacrificed creature's 
power to target creature or player. 


Destroy all plains in pay. 
Fl 


e 2 
@: Enchanted creature gets +1 /-1 until end of turn. 
R Yow BO 
Buybock—Pay 3 life, Discard a card at random, aa target land. 
Giant SC (eee eo 
@: Flowstone Giont gets Ces until ond of tum. he 3. 
Flowstone Hellion « 
Flowstone Hellion is unaffected by seni sickness. @: Flowstone 
Hellion gets +1/-1 until es tum. 3/3, 
Fowsline lanier Re 608 
pe on @: Flowstone Vine gets + 1 until end of tum. 4/5. 
Flowstone Salamander 2 
@: Salamander deals 1 damage to ria creature blocking it. 3/4. 
oo 


@: Flowstone Shombler gets +1/-1 until end of tum. 2/2 
eee 


Flying, @: Flowstone Wyvern gets +2/-2 until end of tum. 3/3. H 
© Fork INT R seeee @@ LUR : 
Duplicate a sorcery or instant just cast. You choose the new target. : 

16 ae C Ue @@00 
jampage: 2. 4/4. ; 
Fore ead SCC 3@ KX : 
2: Pi cd oa : meee this tum. we : 
sore DOCS TM : 


Double all damage deaolh to ony i or player. 
C Co @ SH 
Fumace Spirit is unaffected a summoning sickness.@: Furnace Spirit gets 


+0 until end of turn. 1 
Game of Chaos R ee eee 
Choose target player and flip a coin. If you win, Ke gain 1 life and 
a tokes | damage. Otherwise, you lose 1 life and opponent goins 1 
Pa. The winner can i The stakes double each round, 
C (7 @@ 
“ie forget creature whe 
Glacial Crevasses 


combat this tum. 


Use 3e@e00e0 SH 


SH 
3 


SH 
: Goblin King SC 
All Goblins gain se ond ‘ ji 2/2. 
Goblin Kites 12 


G : 


ash Goi 


16.4 SIN: 


Re ge iA: 
@: Sacrifice 0 erm, mountain to have creatures deol no damage in = 


you control 
eave eeee 


‘if chat creature is in 
A = play, 


ps Spee 
to don the mask.” 
—Rashida 


LU,R,4th, Sth 


FE 
@: Give torget creature \s cate: with toughness no greater than 2 fying 
until end of tum. Other effects may later increase target's toughness. At en 


Lee 


of tum, flip 0 coin. Bury target oon | ee wins flip, 
Goblin Mtont eC 


oo 68 8O IA 
Trample. Mutant connot attack if hake hos on untapped creature of 


iM: wer greater thon 2. Can't block creatures of i eater than 2. 7 
; Goblin Recruiter t SC ; 


Yeo oO 
When Recruiter comes into play, search your library for any number of 
Goblin cards. Put them on dee of your ibray i in ony order. 1/1. 
Rock Sled 12 OK,4th 


Trample. Rock Sled may not ‘aa ile opponent controls at least one 
mountoin. Rock Sled does not rey ee if it ottocked last tum. 3/1. 
Soppers IA 
Se, >: lorget | sie you reget is unblockable. That creature and 
Soppers are destroyed after combat. @@@@, @: na creature you 
control is unblockable. That oe is ois tes combat. 1/1. oe 


SOR 
Put three tokens in play. le os | i ] voll gobs whe mountainwalk. 
Shrine 


PY 
torget land is a basic Lt, all Goblins gain +1/+0. Does 1 damage 
at a re if it leaves play. 


Lh ee he lA 
“ie coed flying and +2/+0. Use only once hd ” if you control snow- 
covered mountains. Bury Ski Patrol at end of ne Wi. 


SC U eee 
@, ©, Sacrifice o Goblin: All red creatures get $ /+1 tilend of turn. 1 vi 7 


: Hea Wve 


cS 3/3. 
Hivis of the Scale SL 


ma 3 damage to any wasn ‘sone: 2: Ren Hammer of Bogardan from 


H me reve to your va Use only ding your upkeep. 
: 20 


Instants and abilities oni tc cost cannot be played during ci 
Whenever target opponent casts a white te spel, he or she loses 2 life. 
of Battle EN 


Whenever any creature blocks, Heat of Battle deals 1 damage to that 


creature’s controller. 
of e000 


EN eR WL 
CU: @. If Heart of ae s CU is not paid, it ‘oot ae equal to its 
last poid CU to target player and each create ys controls, sa 


All Slivers are unaffected bmg sides AR 
Wolf e 


HL 
First strike. @: A. 4 Dwort pe first strike ond +2/+0. If Dwarf leaves 
Pi oak this turn, bury Heart ¥ Use el at beginning of combat. 2/2. 
e 


pee" one—Destroy wae = ee, of all attacking creatures get 
+1/+0; or target creature with tas 2 or less is unblockable this tum. 


20 WL 
At end of each combat, eo all oes that blocked or were blocked. 4 


@. Blue creatures cannot block creatures you control. Nonblue creatures 
annot block creatures you control unless their controller pays an additional 


( 
| life for each blocking creature. 
i sc Ce 60 LUR,4th,Sth 


Roe 6020 MG 
You may choose not to untap Hivis. #: Gain control of a Dragon. If Hivis 
one > aa orhe = "7 control, lose control of Dragon. 7: 


Hu sas er cannot bd sf, 
2/3. 
Ue 


SC WL 
If Hurloon Shaman is put into any graveyard ea 04 each player chooses 
and buries a land he or she pel if 


BOO = LU RAth,Sth 


oI th 91, 
‘arget creature cannot agente is turn. 
Hyperion Blacksmith sc Ucc #00 1G 
©: Top or untop target = opponent controls. 2/2. 
Mlicit Auction R 32@ MG 


Choose target creature. at oR may bid life for control of that — 


Auction ends when the high bid stands. High bidder loses life equal to the 
high bid and gains contr . the creature. 
lnnolation Coo @ 16,4th 
Moke target creature +2/- x 
(eo @ A5th 
_Torget creature connot be blocked ge less than 2 creatures. 
NS ve (AMG, Sth 


Do 3 damage to any target. Creatures may not regenerate. 
Each creature blocks whenever able. Aockng plover chooses how each 
creature blocks, 

500 DK, 4th, Sth 


HL Sth 
Target gets -0/-1 ond cannot be Sher to block creature whose power 


equals or exceeds its toughness. 
Ores SC Cee O@ LU,4th, sth 
a hee block creatures of pr equaling | or less. 2/2. 
oe 


INS R eee 
Do 6 domage to all players and all creates. 
Curse 


For each 1 damage dealt to Jackal Pup, it de it deals | damage to you. 2/1. 
R cose 400 1A,5 
Bury all artifacts, creatures, w wae a 


SOO, &: Destroy tor ; meen att 7 ? 
Koervek’s Torch oR se 


M 
toon thot target Kaervek’s Toh ae cost an additional « to play. 
Kaervek’s Torch deals X damage to toget creature or player. 


@: Top a snow-covered land you a to give Giant +1/+1. 3/3. 
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Sa RE a rr Ct a a 


THE GATHERING 


See 


tae - 


acumen 


RED/ WHITE 


Nome Kind CR Rating Cost 
Desciption 


Karplusan Yeti soe 
@: Yeti ond by do ther at r ion to each other. 3/3. 
Keeper of Ki 
2 Protecon from red until end of fun, at bala 
Keoper at Ly Flame ee 
Keeper of the Flame deals 2 ang fo ret opponent. Play tis 
d hi only if that opponent has more Ife than you 
Keldon Warlord 2 LUR 4th Sth 
* is the number of non-wall F rgpele in aii on your side. */*. 


Kindle 
Kindle deals to i m.. of fh an raat ane equal to 2 


plus the number of Kindle ge indl Ht groveyots 
© Kird Ape ara ANR 
Goins +1 /+2 if you have a ah om forest in ploy. 1/1. 
a+ Drill geen Ue le G : 
Give all your Kobolds on ond trample. 1/2. : 
Kobold Overlord San ve WG: 
First strike. Give all your Kobolds | stk. ] fe : 
Kabel of Kher Keep sc \6 
tide ve \G : 
. = your 1/30 Vt 
‘ooku' 


VS 
Tromple. During your we, fs rae not control at least one Keeper of 
Kookus, Kookus deals ry to you and attacks this turn if able. 
tind +1/+0 until end of tun. 3/5. 
land’s 


ae of his choice if the om discarded is a land. 
Lava Burst ( ceve 


Bo X dnoge foo tor thet et pcan ens hat wale : Mo SC oe 
wal Be mg TOE RS ELDON OF B ne pa Fonatic: Fanatic deals 1 sg to target creature or player. 1 vi 


: Mogi ® 
WL : "Rood "Funke cannot attack or block ii a tum in which no other 


redirect damage cannot i to es that creature. 
Lava Hounds one 
‘loa Hounds is wsfied summoning sickness. When Lova Hounds 
comes into play, it deals 4 damage to you. 4/ — 


Lava Stor oe WL 
“Deals? 2 damage to each attacking ce OR to oo locking creature. 
S Co @ TM 


tigi Blast 
hining Blast deals 4 ome to goes creature or player. 
© 


Lahn 
‘the fo one target. 
Ugh Cou ENR eee oe 
}o | damage to target creature or ployer. Use this ama only when a 
be od is successfully cast and only once for each such spell 


=F 
= 


Lightni tal SC 
7 a 8 a Coaml tile! iy teas 4 4/\. 


flexes ft Cee o@ 
You may nest to play Reflexes as an instant; if you do, bury it at end of 
turn. Enchonted creature gets +1 in and goins fist strike. : 
mei Giant SC 2ee ™M : 


Lightning, Re! 


je il Vac tg asl @ 
mani Discord a cord at random: Mage ikVec deals 1 Pies to target 


creature or player. 2/2. 

lagmirsaur Sc 
Magmasaur comes into play with i +] 
upkeep, remove a +1/+1 counter from 
and it deals 1 damage for each +1/+1 counter on it to each creature with 
flying ond each player. 0/0. 


+1 counters on it. During your 


ART Attifoct EA. Enchant Artifoct 
AC ‘Artifact Creature i Enchant Creature 
CR Curent Rarity L_ Enchont Land 
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= Mob Justice 


W Ree ee 16,cH : 
ap ol may discard a card from hand at ay time and do 2 damage toa : 


5 Mogg Maniac oe 
LURAth f a renever Mogg Maniac is dealt A Kags it deals an equal amount of 


NG 5 | anni: sc Ce e 
Monstrous How 


© Mount Yat 


te wo TM ude 


\gmasaur, or sacrifice Magmasaur : 
© Nelithni Drago) 
: i ae 


Name Kind CR Rating Cost Sets Found 
Description 
Magnetic Mountain INR 290 ANR Ath 
: 'o untap a blue creature, controller must rie . vag mee : 
Manabarbs EN R eee 4th,5th : 
Do] wea to controller whenever he draws si ier any land, : 
Mana Clash SOR R @ e OK.4th, Sth: 


a a player. You both flip a coin. - Any player whose coin comes up toils 
loses 1 life. Repeat until both players’ coins come up heads. 


Mana Flare IN Ree @@ LUR,4th,Sth =: 
"tach land produces on extra mana of is no normal Noe : 
Maniacal Ra oe 
Enchanted creature gets ee and cama block. 
Maraxus of Keld 


ee : 
Maraxus of Keld has power and tinioes each co to the total number bs : 


untapped arfifacts, creatures, ond lands you control. */*. 


Marton Stromgald SLR eee 2028 IA: 
: Onslaught 


If Marton attacks, all other atding creatures gain +*/+* until end of 
turn, where * ea th re number of other areg creatures. If Marton 
blocks, all other blockers ani +*/+* until end of tum. 1/1. 


Melee Ue A 


Cast on your turn durin cma before defense is Tien Choose how your: 
i ; Ove Gene rd She U 


attackers are blocked. After declan blockers, untap any unblocked 
attackers. Treat those creatures as if they had not attacked. 

Melting oe €6—6¢6e IA 
Al aeown lands turn into non-snow-covered lands of same type. 
Meteo! OR C eo ae 


0 X+] Peartage divided among any number of targets. 

Mijag Djinn aee 
IE Djinn attacks, flip a coin. If Ht wis rs inn tops but doesn’t attack. i 
Mob Justice deals 1 damage to apie fine for rounds you dag m 


pat ntali 
: —~ goins trample. If all non-wall creatures you control 


th enchanted creature gets +*/+0 until end of turn, where * is equal 
to the number of attacking creatures. 


Mog Assasin SC oe §6C@ KX : 
: © Orcish Healer 
f @, ©: Target creature may not eee. ee? >: Hue 


Flip a coin. If you win the flip, destroy target creature an opponent 
controls. Otherwise, eso ie! cea creature of that opponent's choice. 2/1. 


Mogg Bombers e Ho 
any other creature comes into play, scifi Mogg Bombers and it deals 3: 


damage to target player. 3/4. 
Mog Conscripts 2 ™ 
ong Coeetts oe attack unless *e have successfully cast a creature 


bak turn. 


creature you control attacks or blocks. 3 
estroy all creatures ied player controls, For each creature put into an 


graveyard in this way, put two vies tokens into play under that player's 
control. Treat ens as 1/1 red creates. 


damage to target opponent. 1/1. 


_| Goblin 

Amulet of Quoz: The bookie 
is clready number one on 
Eugene T. Dudley's must-have 
list. Since Dudley’s best killer 
strategy so far is to get the 
Amulet in play and then win the 
coin flip, he said the bookie will 
increase his chance of winning 
by 150%. OK, Eugene, time to 
go back to your coloring 

books now. 


d sc 
Connot attack unless you control he rol thon inp player. Thy 
block unless you control more a than pape player. 4/ 


x > Mountain Goat st Sth E pyran SU 


You may remove a red card in hand from game re paying the 


— VAR 

cS Ce Gee 
Naawal, protection = me oe 3/3. . 
ae creatures do not untap unless their Fins pays 2 for each 
creature he wishes to untap. 


than eae is spent in this manner in one turn. 


EN. Enchantment INT In SC Summon Creature 
EW Enchant Wold = LL SL... Summon Legend 
INS Instant MS) Mana Source SOR Sorcery 


: No Quarter 3e 
: Whenever any creature bos oris ted by a creature with lesser power, 


+ Oath of Mages 
= Ogre Enforcer 


ol 


ber tunis 


Orcish Artille 


Oncish Opie 


i Oreish Vi 


+ Palin 


© Poroxysm le 
; Putin the upkeep of enchanted inc controller, reveal the top card by 


£ Power Surge 


i Pritnitive Justice 


: Primordial Ooze 


LUA Sth 


1G, CH 

: Pyratech eco ee 

f Do 4 cone divided any hen bos any number of targets. 

© Quarum Trench Gromes 
5 : 

ing. @: +1/+0 until i turn, tt Dragon if my i 


© Raging G 


Name Kind CR Rating Cost Sets Found 
Description 
™M 


destroy the creature with yes lesser power. 


Re Le EX 


During on player's an if that player has less fe than target 


opponent, he or she may have Oath d 


eal | a ° to that opponent. 


R eee 


C 
Ogre Enforcer cannot be destroyed by lethal damage og a single source 
deals enough damage to destroy it. 4/4. 


Ogre Shaman 


EX 


@, Discard a card at random: Ogre fests ont oongs to target 


creature or player. 3/3. 
Omen of Fire INS 
Return all islands to their owners’ han 


R eee Al 


2 
ds. Each Pri sacrifices a plains or a 


white permanent for each white pesmanent he controls. 


Wee you successfully a a ac 


e EX 
“ea spell, Ip target creature. 


ps deals 1 damage to target creature rat wos damaged this 


e: scifi an Orc or a to give all Ores AL until end of tum. MA 
ve 


eee 


e: Does damage to any Tat ond 3 dorogo to you. 1/3. Misprint: 
Alpha version lists casting cost as i @. 


a: Ord Camoneers s ooo ry 
: Does 2 damage to any target . 3 3 damage to of 1/3. 
: ovis sh Cain ( 2 FE,Sth 


joose target Orc, then fi ocin f opponent wins 7% forget Orc gets 


+2/+0 until end of turn. Otherwise, the Ore gets -0/-2. 1/ 


 Orcsh Conscripts 


e IA, 
Cannot attack unless at least two a creatures attack. Cannot block unless 


at least two other creatures block. 2, 


© Orcish Farmer sc t 


Lee 
: Turn target land into a Pg wl its controller's next untap, fe 


a bat of green creature. ae, 
creature. 1/1. 


= Oreish eae sc 

F Toke the top eight cards é your a en + a remove four 
: rom mt ggg Put the rest in aye order on top of your library. 1/1. 

© Orcish Lumberjac eoee 


e: mrt to add three 
be an combination of green and i 


Regenerate a black or green 
lA 


IA 
na to vey mano pool. This mana can 
mana. | 


£ Orcish M Sc ee 
zona eS uit: 4 dors on me Wi. 


£ Ore 
Hogg ne tion SOR Re 6 @@@ SH ae Remove one counter w ee 


and during upkeep. Destroy land when last counter is removed. Orish Mine 


deals 2 damage to land's controller, 


E 
All of your attacking creatures gain +1 


; Alpha version lists casting cost as ° 
= Oneish Cy 


VS Ey Ce ™ FO 
Mere agi aeh ‘br pdgle = Saige Vi. “i : - 


Mog Saved Squad gets -1/-] for each other creature in e74 3/3. 


3e UR, 4th, 5th 
i during your attack. Want 


le 
©, Sactifice Orcish sets “estoy X target lands. 1/1. 
y 
%: hy ok at the top three Gey. in target to library. 1/1. 


On 
ri even is not bok, ie moy have it 7; ry famage and gain control 


of p ond “et by the 


tore 
bart I, ‘ae ete Sof powel 
end of tum. 2 


sc OR 
"ang Con’t attack if opponent has 
than 2. Can't block creatures of pee 


fendin Player. 2/ 


it ae 29 @: First strike wl 


oor OQ FE,Sth 
an untopped creature of power greater 
greater than 2. 6 


28 
: * is equal to the number of mee lands iste opponent controls. */3, 
= Pandemonium 


Whenever any creature oat into ; ay, hat creature's controller may choose 


to have it deal damage equal to its - 


Panic 
Target may not block. Cantrip. 


wer to target creature or player. 
o- @ 1A,5th 


that player's library. If that card is a land, destroy enchanted creature. 


Otherwise, enchanted creature gets + 


Pillage SOR 
on target artifact or land. * 


3/43 until end of tum. 


coe D2 Al 


Before untap phase, active player must rane untap hie lands, During his 


or she controls. 


; wep that player takes damage for each land 
; Price tygres bg ABL A 
- _ of Progress deals 2 pai to each ployer for each nonbasic land he 


at had been untapped. 


le Al 


SOR 
Destroy target artifact. Destroy o target rofct for each « @ you pay in 


addition to the castin hod Destroy a 
@®@ you pay inad 


sc OU ee 
Must attack if possible. Add a +1/+1 


counter or Ooze deals 1 ad to you per counter and taps. 


Pyric Salumandor sc ve 
@:+1/40 ‘inl end of i" by Sot ot end of tum. 1/1. 


Pyrobilast 
“i torget spell or destroy target permanent 1 itis blue. 
SOR U @ Le 


“to 24 damage to each oath 


target artifact and gain 1 life for each 


e (6,CH,5th 
counter at end of ipa ® per 


tion to the costing ¢ Cost. 


1A,5th 


aes cost. Do 4 damage ag Pa any number of pee 


@: Target plains produce «instead 
x Ce 


Rei Bull 
2/2. Boooooooooring. 


om * was ro game. 1/1. 


Goblin SG el C80 EX 
i Goblin i is unaffected eu: summoning sickness. 1/1. 


: ™ pe ea is or is blocked, it € oy: 2 until ent tun. 2/3, 


Name Kind CR Rating Cost Sets Found Nome Kind (CR Rating Cost Sets Found Name Kind CR Rating Cost Sets Found 
Description Desciption Descifion 
Ragi aging River FW R oe @@ Ww of Blood SOR Ce &@ VS § Tooth and Claw IN Re se TM 
en attacking, divide opponent: 5 ground creatures on either side of River. t top four cards from your library into goers. For each creature card, Sacrifice two creatures: Put a Comivore token into-play. Treat this token as a 
Choose on which side of River to place each attacker. Attackers can only be all creatures that attack this turn get +1 Ves) until end of turn. 3/1 ted creature. ‘ 
blocked by flying creatures # na a on same - of River. ied ee Tor Giant cc Co e@ IA 
Le cg Spt ola esd a iy ams vA Discord o card at random: Cg deals 4 (dong to target creature or nn, ' ‘3. tea fie "ye Ps 


Rathi 


2 FE 
Cannot be target of white spells or afecs, Sacrifice an Orc to destroy all 

plains. Any player may tap Oy ANd to save up to 2 plains. 
Flyin 


When Rathi Dragon comes into play, sacrifice two mountains or 
un Rathi 3/5, if 


o 80 
ee B ore my into nyt im target nonbasic land. 2/2. 


3 
@: Mage i, 1 damage to a1 forge and | Od to itself. 2/2. 
tuhios Oye cl 8@ K 


Beshy tet plo itndiioue hit ois 
‘oy target plains or island ond target wi 4 lve creature. 
Relontios Agu SOR R vseee 


If Reckl = Ogre attacks and no other creatures do, it gets _ untilend 


of tum. 3/2. 


INT e R.4th 
Counter a blue spell being cost or dest a blue card in play. Hsp: ‘Alpha 
version listed type as Instant. "e 


Aysul VS 
bot creatures that attacked this tum. You may hay on additional 
attack during your main phase this turn. 


Je #@ 
inst strike. If a Warlord attacks, each other attacking creature gets 
+1/+0 until end of tum. 3/3. 

Ue eee 
Choose 2 creatures controlled by opponent. Bury one and put a -1/-1 
counter on the other. That geome dee chooses wl | creature is buried. 
Put X +1/+1 head counters on Hydra. Each point mf damage to Hydra 
destroys | counter unless controller spends Ps oY wat During upkeep, 
new heads may be grown for eee. apiece. 0 " 
When Hing comes into a put ‘i shell counters on it. During your 
upkeep, remove a shell counter from Hatchling. As long as no shell counters 
are on it, Hatchling gets oo ond gains f bier v4 1. 
of Kher LUR 


Flying. 3/3. 

INS ( ee tm 
Rock Slide deals X damage, divided any way you choose, among any 
number of target attacking ¥ sree creatures = fiving. 


Flying. At beginning of upkeep, wn a pa on ry During upkeep, 
pay @ for each counter on Skycaptain, or remove all counters from 
kycaptain and opponent =e control of Skycaptain. 3/4: 
eeee x 
Rolling Thunder deals X sa fie any way you choose among ony 
number of target creatures an oe i layers. 
coos GG 


TM 


SH 
Destroy all nonbasic sie 

SC ( eee B@ AN 
If Rukh i goes to the Graopad a4 play, you get o Rukh token, a 4/4 
Hing red creature, at end of tum. 0 

sc 28 1A,Sth 


_ th Te 2/). 
Wyvern Ue #@ x 
Flying, first strike. 3/2. 


( oo 800 ™ 
First m @: Sandstone ets pest i /+0 until end of turn. 1/3. 
2 
It ube dd Ogre blocks or ‘ <bloced by any creature, Sawtooth Ogre deals 
1 damage to that creature at end of combat. 3/3. 
Sdomonder SC O@ x 
0: bs Salamander deals 1 damage to each creature without flying 
defending player controls, Play this yi only if Scalding Salamander is 
attacking ond only once each turn. if. _ 
x 
Choose and discard X land cards: Destoy X X target lands. 
coco 2 MG 
Flanking. @@e: Cannot be blocked by only one creature this tum. 2/2. ™ 
oo 
Buyback @. Searing Touch deals 1 damage to target creature or player. 
(  R ecco @ L 
®: Regenerates. Gains +1 “et if you contol ony swamps. 2/2. 
juyback @’, Target creature gets ia +0 “Dun end of turn, 


es, 
Choose and discard a land card: Seismic Is Assault deals 2 damage to target 
creature or player. 


SR Use @ 
Shadowstorm deals 2 — to each creat creature with shadow. 


4@ 
Flying. @@@: Put Shard Phoenix ives your hand. lod this ability only if 
Phoenix is in your opm ond only during your u <a Sacrifice Phoenix: 


Shard Phoenix deals 2 map to gach cre Gece wha ae aa UA 5th,TM 


Destroy target artifact. 

Sn Pl INS (ee @@ EX 
Buyback @. Destroy target artifact. 

SOR Ree @@@ AQ,R, Sth 

Bury all artifacts in play. 

son rg SC eee LUKAS 
Flying. @: +1/+0. 5/5. 

Shock SH 


Shock deals 2 damage to tar nt os creature or player. 


TM 
If Shocker damages ony player, Pe me ive dora he or her me then 
en anew hand of as vate cards as he or she had before. 1 


y 
a player reveals his or her ton to val players. For each blue interrupt 
that ht ye holds, he : = = 4 life or discards that cord. 
the Flame tee 


OK 4th 
“Se ai @ to your mana pal: Uf. 
ee LU,R 4th, Sth 
Each player may only untap one fois dig untop phase. 
@, ©: Target player shuffles his ivy. Vi. 
ee VS 


Target player connot play any land cards this turn. Contrip. 


™M j 


TM ¢ 


H 
Vita a from Hydra: Do 1 
noe SLR eee 


lant creature gains og ‘Ye FR +1/+0 on end of tum. 
Stone Rain 


Subterranean Sl Ree 6e@ NG 
Protection fet e: a ome to each non-lying creature. 3/3. 
ooo 


weap player ane, Sr es 2a or. 
©: Destroy target blue aie t 2. 
Fly : 1/+0 until end of tur Use pannel 2/2 
ng. @: +1/+0 until end of tum. Use only once per tum. 2/2. 
by 4 SOR ( eee iy 
Do damage to a creature nn to number of mountains you control. 
3e0 


0 
10. comes into play sihfons Fi counters on it. @@, Remove a 
to Taget creature. 0/0. ee 
te 


Sei artifact or creature. That permanent’s controller gains 
cio tarke of Rath nent 2/2. 


Peastcecncen eae 
®: Give one of your ein ness n ee i 
until end of tum. Target a is ide at end ‘ Yi . 


C coe BM LURATHIAMG, Sth,TM 
1A,5th 
Al 


Destroy any one land. 

Stone Spirit connot be bo by ng ae ep Me UI 
_ @: +1/+0 until end of N. 0/4. 

Storm E e 16 
Piss upkeep do 1 Se » sya each Fel hand below 4. A 


Torget creature cannot block this tum. Draw o card. 


Sudden Impact deals 1 come to torget pl ployer for each card in his hand. 
2 

le 4 Suq‘Ato Lancer is pao bys summoning sickness. 2/2. 

i} eo creature is oi he 1543/40 soe it gets -2/-1. 
® 

ad strike. Whenever Talruum Champion blocks or is blocked by any 

creature, that creature loses first strike vn end of a 3/3. is 
2e 

Le Minotaur is unaffected by sang ee 3/3. 

Me creatures with flying a ee block Thum Piper do so. 3/3. 

atc is all in ear get +1/+1. 2/2. 

Remove from the game ig pn you = or control. Cantrip. 
leee 16,4th 

, Sacrifice: Pick a card randomly Be opponent’s hand and place it in 

yours, burying Efreet in opponent's Hee oe Opponent my prevent this 

permanent change by eee 10 life of con ng ome 
® 

Do 3 damage to target ogg 48 or 4 sg to target creature with flying. 
52 


Thundermore is unaffected by dias pene When Thundermare 
comes into play, top all other creatures. 5/5. 


S 
= = 


$ 
$ 
$ 
Fa 
$ 


© Whool of Fortune score O@ 
All cone must discard a hi and draw seven new cards. 


@ 
Do X damage to each creature without flying. Each creature gains “@: Pre- 
vent | damage to this creature from Torrent of Lava.” 
War EN bad 30 A 
When aya player attacks, destroy all untapped wad creatures that don’t 
attack. Does not affect creatures that come into por this tun. 


SOR C 
es deals 1 damage to = —_ without ~ 


: 7 LUR 4th 
jury target wal 

eva SC Ree @@ Lu 
Tromple, May block two creatures in combat. 4/4. 

f SC Ue @@ LUR 4th 

i rates, 2/2. 


Ve 
co only be blocked by walls. Bayt soiahee at fe end of turn. 
wi nesta ht croton 


me rompoge: 1. CU: Puta Bite seth into play under target 
opponent’s control. Treat this token as a 1 al/ 1 red creature, 3/4. 


2 da to target flyin nae wick or in this tum. 
oe ” 


Veteran’ 
my on a creature you control. @: i creature ¢ give any other target 
creature +2/+1 until end of tum. 
U ce 600 VS 
Unatfected by summoning sickness. At the end of any tum, return 
Sondstalker to owner's hand. 4/2. 
Warrior C Ce 6@ NG 
Volcanic Dragon SC Ree Gale MG 
Flying. Volcanic Dragon is unaffected by summoning sickness. 4/4. 
S Ure SO@ MG 
Volcanic Geyser deals X damage to target ee A ployer. a 
Wall of Diffusion con block creatures wih one 0/5. ie 
Creatures blocked by Wall a not a next e ] ih 
Wall of Earth Ce e@ 16 
Vee @@@ = LUR Ath, Sth 
2: ie 0/5. 
ss Ce ee 1G, CH 
fall of Lava sc Uuse ge0@ "A 
2: la until end of tum. 1/3. 
Croll see (6, CH 
@®: +1/+0 until end of tum. 0/6. 
Razors su ve SH 
First strike, 4/1. 
Wall al of Sone SC Uee mee LUR4th,Sth 


0/8. 
4 LUR 


3 
When "Wid Wurm comes im ea fo acoin. 2g lose the flip, return 
Wild Wurm to owner's — 


@ Emissary 
Protection from white. on: ajo vn en end bt = 2/4. 
Centaur ty ak 9 Lee PR 


Joes not tap to attack. Ve, 
of Ree @ 16,4th, Sth 
All players must shuffle thet Fd into their libraries, then draw as many 
cords as they originally had. * ‘“ 
Flip o coin. If you win, Winter Sky hoes 1 damage to each creature and 
player. Otherwise, each player draws oa cord. 


Ss veo woe 
Bury torget wall and do X a to the wall’s controller, where X i 
the casting cost of the mS 


Fi —- hen defendi 1) be Pham decid 
lip a coin when ing. If opponent wins flip, opponent may decide 
whether or not Ydwen Efreet re, 3/6. 

the Claw SL ove NG 
Oe, @: Seorch your library i 0 Dragon = oa put it into play. 
That creature is unaffected by summoning sickness. Remove the creature 
from the game at the end of any turn. 34. 


AHITE! 


Y cco Qe HL 5th 


wil ie from red. 5 4. 
o* HL 

ar i. 10/33 until tne iA, 

= coco DE WL 

larget player may not a Sone interrupts, sorceries or use any effects 

requiring an activation cost until and of tu turn, ~~ a cord, 


Abu Ja’far 


Adarkar Unicorn 


MG 
. ; Advance Scout 


Akron Legionnaire a a 


sc 
If Abu Jo’far is destroyed in ue Pp creatures SDorked or blocking mo 
are destroyed and cannot _— 0/1. 
bead a* 
Add either @ or @ and @ to your mana pool. This mana can onl hs 
exits cometh ep. 2/2. : 


Le 
First strike. 3#: Target creature gains fist strike until end of tum. 1/1. 
INS Ueco @ 


: Afterlife 


Bury target creature and put 0 1/1 white flying creature into play under con- 
trol of that creature’s controller. 
6K 16,CH,5th 


Of your norartifact ore only ens may attack. 8/4. 


Alabaster Dr 


Flying. If er fed is put it hy mee from play, shuffle 
Alabaster Dragon into its owner's library. 
a st x ’ od Ans * ‘ 16,4th,Sth 
ive target player X lite or prevent X dam any tar 
iget play Ne jamage oe gel NG 


“iintnn tnrnet non-ntinckinn crenture Seale nive it +1 /+3 this tum 
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guide 


aacay, ers 

Name Kind CR Rating Cost Sets Found 
Description 

“ INS ( ee a* EX 
uyback @. Destroy target enchantment. : 

Alms IN (Ce & WL : 
@®, Remove the top card in your graveyard from the game: Prevent 1 ; 
daa to to ony creature. : 

Amrou Kithki ( ee ** (6,4th : 
Creatures with power nem +a 2 may not block Amrou. 1/1. : 

Angelic Blessing SOR ( eee Oe KX : 


Torget creature gets +3/+3 and gains ying until end of turn. 
noni rotector SC U eee * 
Fi. If ey jelic el is the target of a spell or ability, it gets +0/+3 
until end of 


Angelic Renewal ( oo =@* WL : 
If ony creatures are put as your graveyard from play, you may bury Angelic: 
Renewal and put one of those creatures into play. H 

Angelic Voices EN R ee Qa 16, CH : 
Give a creatures +1/+1 if ye control only white or artifact creatures. : 

a U coe Ox Dk,Ath,Sth = 

ample, na your tur, *=total number of swamps all opponents control, 
Otherwise, *=0. 2+* /24*. H 

Animate Wall {oR e * LUR 4th Sth: 
Target wall may now attack. 

Anoint INS ( eco TM 3 
Buyback @. Prevent up to 3 oy to ony creature. 7 

— oo GK VS : 

Flying. Attacking does wi couse Aichangel to top. 5/5. : 

Arctic Foxes as gl 3 De A: 
If defender controls any snow-covered lands, Arctic i J not be ; 
blocked by ony creature with power greater ‘than 1.1 

Ardent Militia aes oe. WL = 
Attacking does not cause Ardent a to to ip. ah co FE 

Arenson’s Aura EN WASth = 
4: Sacrifice an enchantment to waa cdhne + 
@ @@: Counter on enchantment as it is being cast. 

Argivian Archaeologist R cove Dake AQ 
4%, ©: Bring on artifact from your gveyard to your hand. 1/1. ; 

Argivian Blacksmith xc Le AQ = 
®: Prevent 2 damage to = ae oat ce creature. pi : 

Argivian Find IN WL : 
Return target artifact or eh pend your pA to 1 hand. 

Armageddon SOR eocee Ge LUR,4th Sth 
_ all lands in play. 3 

Armor of Faith FC ( eee & WSth = 
Tage creature goins +1 ig *: maa q 

Armor Sliver 2* ™M 
Each Sliver gains“: ths hain gets. r/o fe end of tun.” . 

Armored dea ai (il 
Al Ning 2. ; 

Army of Allal INS ( eee @akae AN = 
+2/+0 to all attacking creatures until end of tum. 3 

Artifact Ward ae er ae AQ 


Target creature may not be blocked by artifact creatures, connot be targetted 3 


by artifacts, and takes no pg from artifacts. 

Aura of Silence EN U eee ae WL 
Artifact ond enchantment spells cost target opponent an additional @ to 
play. Sacrifice Aura of Silence: Destroy {orget artifact or enchantment. 

Auratog per * 

Sacrifice an enchantment: Auratog gos 32 2/42 until end of tum. 1/2. 

Auspicious Ancestor ox 
If Ancestor is put into your pe from play, gain 3 life. @: Goin 1 life. 


Use only when o white #9 is successfully cost and only once per spell. “B i 


Avenging Ane R ecco Gee 
lying. If vending Angel is put into any graveyard from play, you may Pg 
Avenging Angel on top of ah s acid 3/8 


Aysen Bureaucrats ooo =D 
©: Top torget creature with aul no greater than 2. 1/1. 
Aysen Crusader oo) 6K HL : 
* equals number of heroes in play. 2*/24*. ; 
Aysen ar oagl EN RR 9@ =| @ae tea HL 
All white creatures gain plainswalk. H 
* Balance SOR R seece ie 


All players must discard enough lands, cards in hand, and creatures so that’ 
everyone has the same —— as the player with the lowest number of each. 

Bandage ae SH 
Prvent ] damage to ony creature or player. Drow o card. 


Battle Cry NS Use @a wi 


Unioy all your white creatures. All aa get wos this tum. : 
Beast Walkers sc o* HL : 

@: Banding until end of . un, ; 
Benalish Hero oo * LUR Ath Sth: 

Bondi Wi. ; 
nae In am SS Ce @o# WL: 

Banding : 
Benalish Wig a Cee 


2% WL 
First strike. You may play Knight whenever ou could play on instant. 2/2. 
Benalish Missionary J C : * ai Ai 
@®#, @: Torget blocked creature deal, no damage this tum. 1/1. 
Benevolent Unicorn SCC oe ie 
Whenever a spell assigns domoge, _ Ht damage is reduced by 1. 1/2. 
Black Scarab EC * 


Torget creature gets +2/+2 os ie as any other player has any black cards. i 


Tor pe ag blocked by black creatures. 


Black Cl & LRA | 
tae creature gains protection from black. : 
ART Antifoct Enchant Artifoct 
AC ‘Artifact Grecture © EC Enchant Geature 
CR Curent Rarity EL Enchant 


13G INQUEST 41 


HLsth | 
; — a X:2 


AO Ath Sth: 


D¥ BURATHASHIM : 
WURA | 


Nome Kind (CR Rating Cost Sets Found Name Kind CR Rating Cost Sets Foun 

Description Description 
= of Glory INS Re ~ LU 2 Cold Snap IN Ue 2* IA 

farget creature must block a Creatures thot it is legally eligible to vr CU: @. During each player's upkeep, Cold fg does 1 damage to that 

Bleset Wine NS Co @e IA,5th “ for each snow-covered land he controls 

Goin 1 life. Contrip. : Combat Medic SC eco Oe FE 
wee R eco ee LUR 4th : a) #- Prevent | damage too player or creature. 0/2. 

+1/+1. ? Consecrate Land FL UY eoo % L 

Blinding light SOR U ee 2* MG : Torget land is immune from all effects that would destroy it 

Tap all non-white creatures. : Contemplation Yeo DH SH 
Blinking Spirit ( R cece Gx IA,Sth = Whenever you successfully cast o spell, gain 1 life 

@: Retum Blinking Spiri to its owner's hand. 2/2. = Convalescence N R oe 1* EX 
Blood of the Martyr INS U ee eae OK, CH : During your upkeep, if you have y ot less life, gain 1 life. 

Until “ of tum, you may redirect damage done to your creatures to > Conversion EN ooo 2H LUR4th 

yourself instead. : All mountains are now plains. You ae poy 4 during upkeep 
Blue Scarab Ke ie . .@ IA = Conviction fC ( oo 86k 

Torget creature gets +2/+2 as lng os ony other player has ony blue cords. = Enchanted creature gets + ig #: Return Conviction to owner's hand 

Torget creature connot — blue ane = Cooperation ( ee 2* 
Blue Ward ied LUR Ath Target creature gains nee 

Torget creature gains iain from bive. : Crusade R eooe ae LU,R,4th, St 
Brainwash fC Ce + OK,4th,Sth = All white creatures gain +1 /+1 

A creature may not attack unless its controller spends @. : Damping Field N Ue 2% AQ 
Call to Arms EN R eco ae IA No one may untap more than one artifact during his untap phase. 

Choose a color. As long as target opponent controls more cords of that color : Doraja Griffin SC OU ee 3% 

than of any other, all white creatures get +1/+1. Bury Call to Arms if at ony. : Flying. Sacrifice Doroja Griffin: Destroy target back creature. 2/2 

fime opponent doesn’t control more cards of that color than ony other color. : D’Avenant Archer So 1, 2% (6,CH, 5t 
Calming Licid sc Ue 2% SI : Do | damoge to torget attacking or blocking creature. 1/2 

4%, ©: licid becomes a creature enchantment that reads “Enchanted Dazzling Beauty NS (C ee 2% MG 

creature cannot attack” instead of a creature. Move Calming Licd onto : Torget unblocked creature is considered blocked. Draw a cord 

forget creature. You may Py * | ond this effect. 2/2 = Death Speakers SC Ue * HL St 
Comel * AN : Protection from black. 1/1 

Banding. Camel and those bonded ey it ore immune to Deserts. 0/1. : Death Ward NS ( eo * LU, 4th 1A, 5H 
Caribou Range FR eoe Oe 1A,5th ee target creature. 

4 4: Top land to put a Caribou token into oy Treat this token as 0 0/1 Debt of Loyalty INS R eee dake Wi 

white creature. @: Sacrifice 0 token to gain | life. $ Regenerate target creature. Gain control of that creature 
Carrier Pigeons a "Ec ae Al = Disempower NS (C ee 1* MG 


Flying. Contrip. 1/1. 


Put target artifact or enchantment on top of owner's library. 


All nontond cards 


ov OWN are white. All lands you control are plains. All 
colored mana sym als on - g 4 cords ond permanents are =. 


Change of Heart - * SH i 


Buyback @. Torget ‘alten et attack this re 
Charging Paladin attacks, it gets 10/13 until pd of tum. 2/2. 
Circle of Protection: Artifacts EN U eee dba 
@: Prevent all comp oe against LY from an artifact source. 
Circle of Protection: BI ooo 
®: Prevent all damage a 2 in one black source. 


Circle of Protection: Blue ooo 6 
®: Prevent al — to hn one blue source. H 
Circle of Protection: Green coo 8 LURATHIASIIM : 
®: Prevent all ip to jut ton one green source : 
Circle of Protection: Red cooe xe LURATHIASIH, 
®: Prevent all dam ae * on one red source. 
Circle of Protection: Shado oo 1* I 
®: Prevent all range to -t siti oui with shadow 
Circle of Protection: White C coo ae LURATHIASHH 
®: Prevent all damage to ie from one white Leng 
Civic Guildmage ooo 


@, ©: Tomget creatures gets ofa until end a tun, @, @: Put target 
Roa you control on i ~~ library. 1/1 


Ree Dex G : 


gree all black creatures in on 
Cleansing R ee 
All lands are destroyed. i a de poy 1 life - - they wish to save. 
a en-Vec TM 

®: Prevent | iaamenies creature or player. 4) 4 1. 
Cler i te tl Nimbus St ; (- * i" 

illed, Clergy regenerates unless opponent par 4 

Cloudchaser Eagle SCLC IG se8 

Flying. When Fig comes into play, destroy et inne 2/2 


EN Enchantment INT Inte SC Summon Creature 
EW Enchant Wold = LL fond  SL_ Summon Legend 
INS. Instant MS Mana Source SOR Sorcery 


Castle EN ooo =O LUR.4th,Sth 

H Your untopped creatures gain we Attackers don’t get this bonus ; 

5 Cotaclysm SOR eooce DH 

: Each player chooses from the th Bors he or she controls an artifact, a 
creature, an enchantment - 0 land and sacrifices the rest. 

Celestial Dawn R eco Dee MG 


LURATHASH IM | 


M 
Mi 
M 
NG 


cana Ok 


__] Pandemonium and 
Flock of Rabid Sheep: Ask 
not for whom the sheep bleet; 
they bleet for your opponent. 
With Pandemonium in play this 
really becomes baaaad news. 
Not only do you score 0 2/2 
creature for every flip you win, 
you also get to launch two 
points of direct damage. If you 
have a fair amount of mana 
available when the sheep come, 
your opponent is flocked. This 
combo’s sheer genius. 


Disenchant INS ( eeeee @pae LUR4thIAMG,SthIM 
Destroy target enchantment or artifact 
© Divine Intervention EN R ee 6** LG 


Put two counters on Divine Intervention. Remove one counter during your 
upkeep | When both are removed, game ends in o draw. 
er 


Divine Offering INS ( seco ae LG,MG,5th 
lestroy target artifact, gaining life equeling a cost of artifact 
Divine Retribution | R 1* MG 
Do 1 damage to target attacking Gutta for each attacking creature. 
Divine Transformation EC ooo DH LG, 4th, 5th 
larget creature gets +3/+3. 
Drought EN ooo ** lA 


During your upkeep, pay ## or destroy Dough In order to cast 0 spell 

that has 4 os part of its aig cost or use an ability that requires @, the 
player must sacrifice a = for each & in the spell or effect. 

Duskri ter Fal 


r Falcon ( ooo ae W 

Flying, protection from tod. 1/1. 

Dust to Dust SOR ooo DKK DK, 5th 
Remove ony two torget artifacts from the game. 

Ekundu Griffin AG oe. OO MG 
Fring first strike. 2/2 

Elder Land Wurm x op D*** 16,44 
Trample. Cannot attack until it hos been assigned to block. 5/5 

Elite Javelineer en 2% ™ 
If Javelineer blocks, it deals 1 damage to target oe creature. 2/2 

Elvish Healer SC (C ceo @ me 
©: Prevent 1 damage to any target or 2 damage to a green creature. 1/2 

EC ( eeee hake Ww 


Empyrial Armor 
Gack gets +X/+X, where X is the number of cards in your hand. 

Enchanted Being Core ar bee 
Tokes no combot damage from enchanted creatures, 2/2 

Enduring Renewal R ee Qe 
Play with your hand face up. If you a draw a creature, discord it. When 
creature goes to your graveyard from play, return it to your hand. 

Energy Storm R cose hae IA 
tt. 1. Damage done by instants, interrupts, and sorceries is reduced to 0. 
Flying creatures do not untap during their controller's untap 

Enlightened Tutor NS i ecco MG 

earch your library for an artifact or enchantment card and reveal that car 
to all players. Put the revealed card back on top of your library. 

Equinox a * 

Top torget land to counter a spell that destroys your land. 


Nome Kind CR Rofing Cost Sets Found Nome Kind CR Rating Cost Sets Found Nome Kind CR Rating Cost Sets Found 
Description Description Description 
at EN ox VS : Hidden Retreat R seve SH : Invulnerability INS U eee dha T™™ 
ing your upkeep, for each land al ndi te excess of the lands you = Choose a cord in your bon _ put it on top bt your boy. Prevent all : Buyback @ Sag all damage fo you from one source. 
, forget case out. Repent this poses ondcedtues. : damage from an instant or Coa : Iron Tusk r SC-U ce MG 
Erae of | ‘ed Al = High Ground EN FX : Trample. 2 
Put a Knight token into poy Treat as 0 / ul/ 1 wie Fn creature. : Each creature you control da tock one oi creature. : Island Sanctuary IN Reo @% R4th Sth 
Ethereal Champion R eco DHE = Hipparion : Ifyou decline one card during your draw phase, only flying or sTodeakig 
Pay 1 life: Prevent 1 cman to Ethereal Core ee = Cannot block creatures with A at 3 or gene tes you poy @. 1 yi. creatures may attack you until your next turn. 
Exalted Dragon ** : Holy Armor R.4th = Ivory Charm ( MG 
a Flying. Each tum, Exalted ot okt dak M4 ay soctfice a land. f : r Torget creature gains gre *: . fs : one—all creature get -2/-0 until end an tum; or prevent 1 damage 
Exile : 
Remove target non-white attacker feng n game. 6a life = toughness. : Mena attack and tok . Psa but deal no damage. : 
Exorcist SC ** K = Holy Light INS ( eco = @e DK 
a #*, ®: Destroy al black iin =e, /\. H Give all non-white creatures -1 /-] ae end of tum. i 
Eye for an Eye INS ooo * AN,R,4th,Sth Holy Strength EC * LUR4th Sth: 
Do as much damage to controller of a creature, spell, or effect as target Target creature gains +1 /+2. : 
creature, spell, ot effect does to you. Honor Guar SH 
Eye of Singlariy Re ox VS +: Honor Guard gets Ne wll cal of tum. 1 i 1. : 
When Eye comes into play, bury all permanents with the same name except : Honorable Passage Ta 


basic en Whenever any permanent other than a basic land comes into-., 
play, bury any permanent al ow ; play with same name. 

Farmstead ~ LUR 
Log oa tur, during your we gee may spend #4 to gain 2 Bs 

Farrel’s Mantle 2* 

If torget creature attacks and is not blocked it may deal X + 2 damage e 
ony other creature where is the ate of the enchanted creature. 

Forrel’s Zealot Cn FE 
If Zealot is not blocked, fn may te 3 anton to a target creature. If so, 
Forrel’s Zealot deals ah me. 2/2 

Farrelite Priest De 
dy: Add # to mana pool. = if more ethan ® is spent in one turn. Va 

Fasting EN U ee * 

Gain 2 life if you skip your draw phase. ba Fasting if you draw a cord 
for any reason or when it has been in Ply for five of — upkeeps. 

Favorable Destiny U eco De 
As long as ™ Control at least one other creature, enchanted creature cannot 
be target of spells or ae creature is white, i ges +1/42. 

1 


( eee 


Femeref Healer 
®: Prevent 1 damage to oper creature or ma 1 Al 1. 
Femeref Knight eee 
Flanking. 3%: Attacking not io Knight hy mp this tum. 2/2. 
a Scouts Co 


Festival INS ( ee Dk 
Poponant may not attack this turn. Play during 1 a S upkeep. 
Field of Souls EN R eee = Qaeae 


Whenever o non-token creature is put into a graveyard from play, put an 
Essence token into play. Treat os a Ay | white creature with flying. 

Fire and Brimstone INS o* 
Do 4 damage to tar et play lo and to M damage to you. May only be cast if 
that ie g has declared an “a iis turn. 

Flickering Ward ™ 
When you ploy Flickering Wa, docsas acolor. Fechnid creature gains 
protection ng the chosen color, ae: Return me “ owner's hand. 


foes iad SC U eee 
oriysian Brigade may - up to two creatures 4 combat. 2/4. 
Formation INS Reo 8 @ am 
Give target creature — until end oft turn. . 


Fortified Area LG 
Give all = walls +1/+0 and a 

Freewind Falcon sc Ce oe VS 
Flying, protection from ~, ] uf I 

yl ie aoa A 
ut four counters on Fie a ston ca to prevent 1 damage to 


the pee Fylgio enchants. «@ a: Put a 0 counter on Fylgia. 
Gallontr INS U ee 1s 
Ta blocking creature gets +4/+4 wnt end of turn. Draw a card. 
General Jarkel SL o @ 
®: Exchange two blockers without Spe an on block. 1/2. 
Gerrard's Battle Cry EN 

@*: All pl you oe im: ‘ ja until ml of tun, 
Gerrard's Wisdom 

For each card in your sel i 2 te 
Glyph of Life 

Goin life equal to the —. done to inet woll by an attacker. 

** 


WL 


Gossamer — V 
'etum to hap at ce aan dps. 
Great Defender INS ee G 
Give target +0/+X until + of tun, tee Xi y fe creature’s cost. 
Great Wall Ue 
Creatures with plainswalk 2 be blocked, 
Greater Realm of Preservation E! ooo OK L6,5th 
i *: Prevent all damage to you omy a red of = source. 
Green Scarab EC tA 


a creature gets +2/+2 as lng as ae Ph. player has any green 

cords. Torget creature cannot be blocked id by green creatures. 

Green Ward EC * LUR 4th 
Target coains gains pon from Oh 


Guardian Ane we LUR 
Prevent X damage dealt to a target. Pst st: put this cord next to Paralyze. 
Guided Strike 


Torget creature gets +1 lat and first sik until end of turn. Draw a card. 
Hallowed Groun 

#4: Retuna PT ote d you control to its owner’s hand. 
Hand of Justice C Se 

®: Top three white creatures you ety to destroy target creature. eho 
Hanna's Custody ENR eee 

Artifacts connot be the Iget of “% or igag 


Hazduhr the Abbot o HL 
he ®, ®: Rede to idm a boinc af bh 
ed 
Prevent 1 damage to any et. con 
Heoling Salve ms ( eo #* LUR4thMG, Sth 


Gain 3 life, or prevent up to 3 dommoge, © 
Heaven's Gate INS 
Chan : the color of one or more ces to white until end of tum. 
- Ball isto s Wi 
Bollisto deals 2 aot to a 75 atckng or miles creature, *. 
AB 2* 


Sacrifice a white ct asa i da ck 


this tum. Attacker @@ so an attacker may deal damage 
Hero’s Resolve mae ECC eee “be “TM 


Enchanted creature gets +1 /+5. 


Prevent all damage to you : oud hn 4 sant Ad one source. If that 
source is red, Honorable Passage deals to the source’s controller an amount 
of damage equal fo the amount of damage prevented. 
Hope Charm INS ( ee VS 
Choose one—Target creature gains first strike until end of turn; or target 
pare goins 2 life; or destro ae local enchantment. 


Humil rad ecco DK 
creature loses all abilities alt isa] u/ 1 ceature. 

bans Infantry My C oe SG FES 
®: Bonding. @: eat Vi 

Ication Javelineers FE 
Put a Javelin counter on baie when cast. @: Remove the counter to 
deol 1 damage to ony torget. 1/1. H 

cation Lieutenant SCR se TE 3 
© *: Give torget Soldier +1 /+0 until end of in 42. 


cation ay preg SCC FE 
Lose 3 life when casting and put three counters on £ katin a 
During your upkeep, put a counter on Moneychanger. Sacrifice Wf 
chonger during your as), to gon, ] ie for a ad on it, 0/ 
cation Phalanx 
ands. 2/4. 
ne Priest SC Uco # 
3%: Moke target — pees until end of tum. 1/1. 
tn Scout 
®, ®: Give torget coitee ist strike, | a V/ 1. 
aoe ‘Skirmishers St ox 
nding, as ma? _ creatures that band with Skimmishers gain first site 


md of 
catian Town 5* FE,Sth 
Put four Citizen tokens, vi are V/s ite mae in play. 
Illumination *% 
Counter loner artifact or A. St cara a spell’s caster gains an 
amount of life equal to the spell’s costing cost. 
Indestructible Aura INS (C ee 
Reduce to 0 all damage dealt to tar creature i end of tun. 
ney Veteran 
jess attacking creature gets vif until u of tum. 1/1. 
ifinge Authority EC *%* LG, CH 
id ia destroy all creatures ye tou Pa: 3 or less blocking or 


Inheritance EN U Al 
@: Drow a cord. Use this only when a creature is st into the graveyard 
Rn play, and only once J each a put - = Yast 


ner Sanctum 
mi 2 ie All damage tet to pas you ounit is poh to 0. 


FE,5th 


5 Ivory Guardians 


: Io lg 73 4 
: "hing Gargoyle is put - a Er from play, put it into And under 


fo ony creature or player; % ( a geo creature. r 


ski ae next draw phase. 4 


ae 16,CH, Sth 
— red. All Guardians ore +1 al if opponent controls any red 
cords 
Jabari’s Influence INS Reco @ ae 
after combat. Gain control of target Pai creature that 


owner's control at end of turn an 
Remove Gargoyle from the game. 2, 


Play on 
: attacked you this turn ond ptots 00/1 counter * i 
= Jamuraan Lion C VS 
: #, ©: Torget creature cannot ba fs tum. Py in 
Jihad EN ** AN 


™ : 
Juniper Order Advocate 


? Justice 


* 
+2/+1 to white creatures while pba olor of opponent's is in play. 
Discard Jihad if no cards of that colcr are in play. 
SC Ue O* Al 
Advocate is untapped, all ene green ceo creatures els +] uth 2. Ash 


You must pay a during ct When a 3 wale or creature deals 

ne Justice deals the same mp to the effect’s yale, pens 
o* 

vai each per 5 woke he ted ] va for each swamp he contol. 


A ae the Light 


: Lance 


: fos rol te ith sc 
5 2/3. 


: Kjeldoran 


i Kjeldoran Guard 


i Kjeldoran Home Guar 


a __ 3 life. Play fas ability only if you have less life than target 
oe 16, CH 


C 


i Kelsinko Ranger SC 


@® %: One green creature gc ins sik until wi of tum. 1/1. 


: King Suleiman 


ae Destroy target Djinn a aoe ] 7 , 

smet J eo ox 16,4th, Sth 

a of target opponent's ae ae ond artifacts enter play ied 

ithkin Armor EC * 

Enchanted creature cannot be tok Ba creatures with power 3 or Soar 
tifice Armor: Prevent all damage to mee Oa from one source. 


i Kjeldoran Elite Guard 


S lA 
®: Give Vay tag — he Bury eldoran ie Guard if that creature 


leaves play 
ort ( oo Oe Al 
Bonding. 2/3. 
SCC # IA 
e: ye a creature +1 /+1 until end of turn. thot creature leaves 
py, bry loran Guard. Use only when attack or defense is announced, 
only if defendin mg oar! aa no noms lands. 1/1. 


6 
At the end of any combat in lc Hone Guard attacked or blocked, anh a 
-0/-1 counter on Home Guord and put a 00/ 1 _ token into play. 1/6. 
Kjeldoran Knight sl WA 
fending, De: +1/+0. HH: w/a vie 
Kjeldoran Phalanx SC Reo Ga IA 
First strike, banding. abe 
Kjeldoran Pride Co @ 
Creature gets +1 /+2. oa Switch Kjeldoran Pride from creature it 
enchants to another creature, The new Target must be legal. 
Kjeldoran RoyalGuard SC R eee = @aeae 
@®: Redirect all damage done to you by unblocked creatures this turn to 
Keldoon Royal Guard instead. oe 


Kjeldoran Skycaptain SC - 864% 1A,5th 
Flying, honing first strike. ef me 
— Sky! knight ooo 6k lA 
Flying, banding, first strike. we J 
Kjeldoran Warrior * iN 
Banding. 1/1. 
Kni on of Dawn sc 
it os pon doled dn, mA 
ko of Vor 
Flanking. @ a: Each vii vihoot fo flonkit Bing Knight of Voor 
ft 17 end of pa = ie abit once each tun. 2/2. 
Knights of oe 


—_ from red, ly un, 


* EX 
Reet to target creature all es deat to any one creature you control 
m any one source. 
Joo * LUR 


Kor 


Torget creature gains first strike. 


: Lancers en-Kor 


Trample. @: Redit ‘don fm es ms |. 3/3. 
rample. @: Redirect 74 ‘om Lancers to a creature you contro 
Scan ns ecg plat ah ui 
opponent controls more lands than you during your upkeep, you may take 
up to three basic lands from ad iyory into your 4 
® 


— wenon rh _ * HL 

forget player oy es — per counter. 

a Cg 
ain 1 life whenever target opponent tops a moun . 

Light of Day ’ i mom - o* ™ 
Black ches cannot ba or gt 

Lightning Blow INS o* IA 
Give target creature first strike wih nd of jot tum. Contrip. 

Limited Resources is Reco & 


EX 

Ech player chooses five lands he controls and sacrifices the rest. As long as 
there ore ten or more lands in play, players cannot play lands. 

Longbow Archer sc ooo * 

Fist strike. a. Archer = a crooures with flying. 2/2. 

Lost Order of Jarkeld 2 IA 
* equals the number of cane can by yo opponent. 1+*/1+*. 

Mangara’s Blessing S MG 
in 5 life. Ifa spell or effect by an en cn ae to discard Man- 

gara's — goin 2 life _ — lessing to eke hand at end of - ‘. 


Mangara’s 
ay or red. nia i whe you one poy ree. For each | 


domage a creature of the chosen color deals to you or a white creature you 
control, Mangara’s Equity deals 1 damage to that creature, 
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playe 
Nome 
Description 
Marble Titan SC Re Ga ™ 
Creatures with Loo 3 of greater do not untap during their controllers’ 
untap phases. 3/3 
Martyrdom INS ( ee Le* Al 
Redirect to torget creature you control any amount of damage until end of tum, 
Martyr's Cry SOR Reo he Dk 


‘emiove all white creatures from the gore. Ench player must draw a card for: 


each white creature her or she controlled. 
Martyrs of Korlis Y coo GH* A 
Jamage done to you by artifacts is instead done to Martyrs of Korls unless 


Name Kind CR Rating Cost Sets Found Nome Kind CR Rating Cost Sets Found 
Description Description 
CO —_——————————————————e——— 
£ Pegasus Refuge IN Re 3% TM Reprisal INS U eooe gee Al 
H @, Choose and discard a card: Put a Pegasus token into play. Treat this Bury target creature with power 4 or greater 
H token as a 1/1 white creature with flying. : Resistance ne SG Ca ee a Ae VS 
: Pegasus Stampede SOR U coo x KX : Sacrifice: Target creature deals no combat damage this turn. 1/1. 
; Buyback—Socrfice o land. Put a pegasus token into play. Treat this token { Resurrection SOR U ceo Qaexe LUR 
asa 1/1 white creature with flyin j Toke o creature from your Saeed ond put it directly into play. 
Penance ooo =e EX {Retribution of the Meek R R oe Oe VS 
Choose a card from your hand and put that card on top of your library: H Bury all creatures with power 4 or greater. 
Prevent all damage tah 1 black or red source. : Revered Unicorn S ooo = WL 


+ Personal Incarnation R eee 
; Owner may redirect any amount of damage done to Incomation to himself 
i instead. If Incarnation dies, its owner loses half his life (round up). 6/6. 
: Petra Sphinx SC R eo 2He* 16, CH 
i ®: Torget player names o card and then turns over the top cord in his 
library. If the guess matches the cord, the player draws the card; otherwise, 
__ it goes to the graveyard. 3/4. 


jety NS (Ce o* AN, 4th 
+0/+3 to all defending creatures until end of turn. 

Pikemen SC Cee oF DK,4th,Sth 
Banding, first strike. 1741 

Preacher SC R eee 


* Ok 
®: Goin control of an opponent's creature of his choice. If Preacher untaps 
; or leaves ploy you lose control of the creature. 1/1. 

+ Presence of the Master EN U ee 


Martyrs of Korls is tapped. 1/6. + __ Counter all enchantments os they are being cast. 
Master rm) Ma ( oo =e TM = Prismatic Grcle EN 3 ve 2* MG 
#*,®: lop target creature. 1/2 H CU: @. Choose 0 color. : Prevent all damage to you from a source of that color, 
Master of Arms SC bee OF WL Prismatic Ward et oe 1A,5th 
First strike. a a: Top Inge! creature blocking Master of Arms. 2/2. ¢ Choose a color when Prismatic Ward comes into play. All damage dealt to 
Melesse Spirit CY ee | Ge MG : torget creature by sources of that color is reduced to 0. 
Flying. Protection from black. 3/3. : Prophecy SOR C eo HL 
Mercenaries sc Re o* lA i Reveal the top card of opponent's library to all players. If itis a land, gain 1 
A ple may pay @ to prevent Mercenaries from dealing damage. < pe | life. That opponent then shuffles his library. Contrip. 
Meso Falcon SCC ee 1* L 5th: Purelace INT Re ” LUR 4th 
Flying. @ #: +0/+1 until end of tum. 1/1. H - the color of one cord being played or in play to white. 
Mesa Pegasus SC ( eo me LURAth,Sth =: Pursuit of Knowledge EN R seco Ge SH 
Flying, bonding. 1/1. H Skip drawing a cord: Put a sul counter on Pursuit. Remove three study 
Miracle Worker S. C.0 * DK : counters from Pursuit, Sacrifice Pursuit: Drow seven cards. 


©: Destroy target enchantment on one of your creatures. 1/1. 
Miraculous Recovery 
Put target creature cord from your graveyard into play ond put a +1 


+] 
counter on that creature. = the creature as though it were just tre ; 


Mistmoon Griffin Yee Gx 
Flying. If Griffin is put into any graveyard from play, remove Griffin from the 
game, then put the top creature card from your graveyard into play. 2/2. 

Moat EN R eeee Qiks 1G 


Noneflying creatures Sea: oy 


Moorish Cavalr ( cco Gee AN 
Trample. 3/3. 

Morale INS (C eo Qa DK, 4th 
Give all attacking creatures +1/+1 until end of turn. 

Mounted Archers SC" =€ ‘900 


3% ™ 

Con block creatures with flying. 3: Can block an additional creature this tum. 2/3, 
Mtendo Griffin & J ee Ge MG 
Flying. #, @: Return Mtenda Griffin to owner’s hand and return tet 


Griffin in your graveyard to your hand. Use only during your upkeep. 2/2. 

Mtenda Herder x (co ; , Fag 
fork, AB 

Noble Elephant SC (C eee @me MG 
Banding, trample. 2/2 

Noble Steeds ( ee 2* Al 
® #: Torget creature gains first strike until end of turn. 

Nomads en-Kor SC ( eee SH 


‘@: Redirect 1 damage from Nomads en-Kor to a creature you control. 1/1. 
Northern Paladin SC Reco Oa 
# #%, &: Destroy 0 black card a 3/3. 
Null Chamber EW ooo 6O* 
You and target opponent each name any card except a basic land. Those 
cards cannot be played. 
Oath of Lieges Ey Reco ge 
During each —_ upkeep, if that player controls fewer lands than torget 
opponent, the player my search his or her library for o basic land card and 
put that land into play. The player shuffles his or her library afterwards, 
Oracle en-Vec SCR ee 1* ™ 
©: Opponent chooses some creatures he controls. During that player’s next tur, 
those creatures attack if able, and no other creatures can attack. At the end of tum, 
destroy each of those creatures that did not attack. Use only during your tum, 1/1. 
Order of Leitbur SC ( seco eae FE 
Protection from block, ate: +1/+0. ae: First sttike. 2/1. 


Order of the Sacred Torch. SCR seeo qhaeae 1A,5th i 
®: Pay | life to counter a black spell. 2/2 ; 
Order of the White Shield  eeee 1A,5th 


* 
Protection from black. # ae: +1/+0. ae: First Strike. 2/1. 
Orim, Samite Healer R ecco Dee ™ 
im, Somite Healer counts os a Cleric. @: Prevent up to 3 damage to any 
creature or ployer. 1/3. 


Orim’s Prayer N U ee De® TM 
If ony creature attacks you, ssi | life for each attacking creature. 
Osai Vultures Ue 1* 16,4th 


Flying. After a turn in which o creature died, add a counter to Vultures, 
Remove two counters to make Vultures +1/+1 until end of tum. 1/1, 
Pacifism C coco M 
Enchanted creature cannot attack or block. 
Paladin en-Vec SC R ecco De 
First stike, protection from black, protection from red. 2/2. 
Parapet N ( eco @ xe VS 
‘ou may choose to play Parapet as an instant; if you do, bury it at end of 
tum, All creatures you control get +0/+1. 


Peace of Mind U eee 
%, Choose ond discard a card: Gain 3 life. ‘ 
Peace Talks SOR U eee dhe WS 3 


During this turn and the next one, players cannot declare an attack and 
cannot play spells or abilities that target any permanent or player. 
SC Reco @ 


Peacekeeper ( played on permanents you control. If cast during opponent's attack, destroy 
During upkeep, pay a or bury Keeper. Creatures cannot attack. 1/1. ! opponent's enchontments on attackers. F 
Pearl Dragon SC ooo KK MG : Repentance SOR U eee oe TIM : 
Flying. #: 40/41. 4/4. i Target creature deals to itself 7 equal to its power. 
Pearled corn Sa € € 2 LUR4th Sth; Repentant Blacksmith SC oo 6D AN,CH, Sth 
2/2 aaa” te Protection from red. 1/2. 
ART Artifact FA Enchont Artifact © EN Enchantment INT I SC Summon Creature 
AC “Aifoct Gesture EC Enchant Creature EW EnchantWorld = LL Lond SL. Summon Legend 
(CR Current Rarity FL. Enchant Land INS Instant MS Mana Source SOR Sorcery 


138 INQUEST 41 


Y cco @e VS : 


LUR.4th 


KK | 


* K i 


L* X | 


£ Quickening Licid Sc Uc @F TM 
®*, @: licid loses this ability and becomes a creature enchantment that 
reads “Enchanted creature gains first strike” instead of a creature. You pay 

# to end this effect. 1/1. 


ally INS 
All blocking creatures gain ere until end of turn. 
Rapid Fire INS Re 3% \G 
i Give target first stike and rampage: 2. Ploy before defense is chosen. i 
Rashida Scalebane SL R eee Gee MG : 


®: Bury target attacking or blocking Dragon. Gain life equal to its power. 3/4 


¢ Rashka the Slayer SL o D** HL 
; Con block creatures with flying. if Rashka the Slayer blocks a black creature, 
: it gains +1/+2 unitl the end of tum. 3/3. 
H os the Rewards INS C 
i iihock-— Sonica a land. Gain 2 life. 
Reconnaissance EN ooo EX 
®: Remove target sage} creature you control from combat and untap it. 
Red Scarab El oe IA 


Torget creature gets +2/+2 os long as any other player has any red cards. 


Target creature cannot be blocked by red creatures. 
Red Ward EC ee * LUR 4th 
Torget creature gains protection from red. 
+ Reinforcements INS ooo * 


Al 
; Put up to 3 creature cards from your graveyard on top of your library in any order, 
= Relic Word EA if ooo 6D VS 
You may choose to ploy Relic War 
tum. Enchanted artifact connot be the target of spells or effects. 


Remedy INS ( eco Qe VS 
Prevent up to 5 damage to any numbers of creatures and/or players 
{Remove Enchantments INS Ceo & 


Retum all your enchantments to your hand and destroy all enchantments 


See LURAHSth | 


: Reverse Damage 


3% 1G i 


£ Royal Herbalist 


: Sacred Boon 
i Sacred Ground 
i Sacred 
Sacred Mesa 


C * A 
Fend of ¢ Safeguard 


+ Samite Alchemist 


H Samite Healer 
oo * EX ; 


as an instant; if you do, bury it at end of ; 


£ Seraph 
f Fring. If 0 creature dies during a tum in which Seraph damaged it, put it into 


£ Serene Offering 


CU: a. If Revered Unicorn leaves play, its controller gains life equal to 
Revered Unicom’s last paid cumulative upkeep. 2/3. 

NS R eee hae xe LUR Ay Sh 
All damage from any one source is instead added to your life total, 


£ Reverse Polarity NS C co ee AQR 
: All ae you have taken from all artifacts this tum is retroactively added 

: to your life total instead 

= Righteous Aura ( eco @e VS 


N 
#, Pay 2 life: Prevent all damage to you from any one source. 
U ee a* 


£ Righteous Avengers LG 

H Plainswalk. Wi 1 

{Righteousness NS R ee * LU,R, 4th, 5th 

; Target defending creature es +7/+7 until end of tun. 

+ Ritual of Steel ( o* MG 
Enchanted creature gets + uN +2. Cantrip. 

= Rolling Stones N Reco @e SH 

; alls can attack as though they were not Walls. 

£ Royal Decree NR oo 2** Al 


CU: #. Whenever — mountain, black permanent, or red permanent 

becomes tapped, its controller takes 1 damage. 
R d of ori Ae M4 1 life. 1/1 ‘ 
®: Remove top card of your library from game to gain 1 life. 1/1. 
NS ' ooo 6D WA5th 


Prevent up to 3 damage dealt to target creature, At end of tun put a 
+0/+1 counter on that creature for each damage prevented. 
NR cove ae SH 
Whenever an effect controlled by any sca puts a land into your 
graveyard from play, put that land into play. 
Guide SCR ee 
® *, Soctifice Guide: Rveal and remove cards from your library from the 
gome until you reveal a white card. Put that card into your hand. 1/1. 
N R cece Qe 
During your upkeep sacrifice a Pegasus or bury Sacred Mesa, aa: Put 0 
Pegasus token into play. Treat this token as a 1/1 white flying creature. 
EN R eee Gakeae TM 
2%: Target creature deals no combat damage this turn 
S Ce oe 


HL 
#% %, : Prevent 4 damage to a creature you control. Tap the creature. 
That creature does not untap during your next untap phase. 0/2. 


_] Hungry, Hungry 
Heifer and All Hallow’s 
Eve: Can't wait for Halloween 
to come? Get yourself a hungry 
cow. We know it sounds 
strange, but it’s true; constant 
mooing apparently wakes the 
dead. Add in on enchantment 
like Concordant Crossroads to 


H Samite Blessing r=. Cte * SH 


Creature gains “<>: Prevent oll damage to any creature from any one source. 
SC ( cco @e UR, 4th, Sth 
®: Prevent 1 damage to =| bolt VWI. 


oe Lions eooe -& LUR 4th 

Scapegoat INS U ee * SH 
Socrifice a creature: Return any # of torget creatures you control to owner’s hand. 

Scars of the Veteran INS coco abe Al 
You may remove a white card in hand from game instead of ping cing 
Cost. Prevent up to 7 damage to torget creature or player ond put a +0/+ 
counter on creature for each damage prevented. 

Seasoned Tactician SC 1 oe 2H Al 
@: Remove the top four cards of your library from the game to prevent all 
damage to you from one source. 1/3. 

Seeker E C ee 2H* L6,4th 
Target creature may only be blocked by white or artifact creatures, 

SC Reco Ge 1A,5th 


play under your control. - it if Seraph leaves play or your control. 4/4. 
INS U eco Gx ™™ 
Destroy target enchantment, Gain life equal to its total casting cost. 
ooo 86 


5 Serenity EN OR be 

During your upkeep, bury all artifacts and enchantments. 
Serra po SC UY eeeee Bam LU,R, 4th 
$ Flying. Does not tap to attack. 4/4. 
= Serra Aviary WR ee SH HL 
d All creatures with flying get +1/+1. 
+ Serra Bestiary FC OC ee #* HL Sth 


Pay 3# 4% during your upkeep or bury Bestiary. Target creature cannot 
block, attack or use any abilities that have @ in its activation cost. 


Nome Kind CR Rating Cost Sets Found Name Kind CR Rating Cost Sets Found Nome Kind CR Rating Cost Sets Found 
Description Description Description 
Serra Inquisitors INS Re VS = Welkin Hawk ( eee 


If blocking or blocked by bs i a ieee get +2/+0. ie 
Serra Paladin ( eo Dex HL5I 
®: Prevent 1 damage to ~ Creature or player. a a %, @: Attacking 
does not cause target ae to tap this tum. 2/2. 
Serra’s Blessing if ooo =F WL 
Attacking does not cause ces apn control to ven 
Shackles 
Enchanted creature does “4 untap. a: Return Sas to owner's halt 
Shadowbane INS J eeee MG 
Prevent all soe to you or a creature you ine es any one source. If 
the source is black, gain 1 = for = ] reer prevented. = 
ee 


. —o ; Me ; Te 
layers must suspen ein “ Ao I and play a sub-game with their 

current libraries. the loser loses half of his life points (round up loss). Cards 
removed from the _— a we back into the main game. 

Shaman en-Kor ooo De SH 
@: Redirect 1 damage ree ‘ins erKor to 0 creature you control. 
® +: Redirect to Shaman enKor all damage dealt to any one creature >> 
from any one source. 1/2. 

Shield Bearer SG Ge o* 1A,5th 
Bendog, 0/3. 

Shield Mat 


C Ce 
socie Shield Mate: Target creature gets 0/4 until end of tum. iy 
Shield Wall INS Ue qe 

Give all gs creatures +0/+2 until end of of tum. 


Sidar Jaba ox 
Eki If Sidar attacks, top 0 Tees deed controls, 2/2. 
Skyshroud Falcon "st 


ox 
Flying. Attacking does not om 2 Sis an Falcon to tap. 1/1. 
ite 
Destroy target blocked come. 


ms oui 
@ Retum Hound ond bo one if 
Solan fist ion mee 2% SH 
Shadow. If Soltari fang y “me alot other creatures you control get 
+1/+1 until end of tum. 5 
Soltari Crusader 
Shadow. a a: Soltari Se pn i s/s) un be of tum. 2/1. 
Soltari eed o* 
#: Soltari Emissary gas aad we i end of om 2/1. 
Soltari Foot Soldier 
Shadow. 1/1. 
Soltari Lancer 
Shadow, First strike when atin, 1p 
Soltari Mon 
Protection from black; shadow. 2/1. 
Soltari Priest 
Protection from red; shadow. 2/1. 
Soltari Trooper ae 
Shadow. If Soltari Trooper attacks, it gets + +] pn ul end of tum. 1/ us 
Soltari Visionat SCC eee 
Shadow. i Sota Visionary m7 any sot poe target 
enchantment that player controls. 
Soraya the Falconer L 
I Falcons get +1 /+1. aae: ~ lg abe pe fe isbn, 2/2. 
Soul Echo EN 
Put X counters on Echo. At beginning of your usher if Se are no counters 
on Echo bury it. Otherwise, target opponent ede choose that for each 1 dam 
age dealt to ba until your next upkeep, you instead remove 1 counter. You 
do not lose the game as a result of having less os 1 life. 
Soul Shepherd ( WL 
%, Remove a creature in your graveyard from ne game: Goin 1 life. 2/1. 
Soul Warden a Ci cene @ 
Whenever any other creature comes into py, gain 1 life. 1/1. 
Southern Paladin SC R eee ** 
#*#, &: Destroy target red —- c/s 
Spectral Guardian SC MG 
As long as 5 eid Gn te SO tds cannot be 
the torget of spells or effects. 2/3. 
ag en-Kor core OH SH 
Fling ®: Redirect 1 — from Spi to to 0 creature you control. rE Ah 
* 


Pr rect i Ct ttt ttt ei tect eeeererannay 


Spirit 
Gain 1 life for every point of —_—-_ dint by = creature, 

Spirit Mirror ** TM 
During your upkeep, if Pon are no Reflection tere in play, puta 2/2 


white Reflection token into oy. 0: Destoy tre oe 

Spiritual Sanctuary R eve 1G 
Any player controlling plains apg life during te oo 

et’ “j Ce a* OK 

Standing Troo SC Ce He X 
ree bos es not couse — Troops to top. 1/4. 

Staunch Defend ox TM 


* 
When Staunch Defenders st - ty, goin rl life. 3/4, 
Sun Clasp EC 
Enchonted creature gets +1/+3. . Retum — to owner's hand. 
Sunweb R eee MG 
Flying. Cannot block creatures with power 2 orless. 5/6. 
arity Spirit C Re © 
@ a. Any damoge that would reduce your life total to less than 1 
rae reduces = to 1.0/3. 
Swords to Ploy INS U eevee x U,R,4th,|A 
Remove target earn - “age Controller = life ed di its power. 
Sworn Defender R eee 
@®: Change power fo. the coals ian — Hh Hocking or being 
pr by Sworn Defender, minus 1, until end of tum, ee toughness to 


one plus the power of that creature in end of tum. 1/3. 
Talon Sliver SC re ™ 
All Slivers gain first strike. uAS 
riff RR cece WL 


lé* 
Eoch player chooses o creature with the highest casting cost he controls, and 
Pays mana equal to that creature’s casting cost or buries the creature, 
Teferi’s Honor Guard eee 
ro“ @@: Phase out. Mf 2. 
Tem INS U coo gaa 
rand up to X RYAL to torget creature. For each 1 damage PE n 


this way, pitt ree Ae 

Teremko Griffin sc oo 6G MG 
Banding, flying. 2/2. 

Thunder Spirit R ecco Pee LG 


Flying, first strike. 2/2. 


TUPLTLE ET ENDER ESET Settee eet tone TSE NR ETE ET 


Tithe 
Search your library for a plains card. If . oni fewer lands than target 
gpponen you mi search your library for an additional plains card. Reveal 


those cards to all players and oe them i into your hand. 

Tivadar’s Crusade D** Ok 
All Goblins are destroyed. 

Trade Caravan SCx=7 (ine a HL 


During your upkeep, put a counter on Caravan. «@: Remove two counters from 
Caravan to untop a basic = Use ps ding — upkeep. 1/1. 
Treasure Hunter 
When Treasure Hunter Jee into i you may van torget artifact cord 
from your graveyard to your hand. dope 
Truce INS OR 2* 
Each player may draw up to two cards. i each card less than two “A 
layer draws, player gains j life. 


Tundra Wolves ad - 164th, 5th 
First strike. 1/1. 
Unlikely Alliance IN Ue Al 


@*: Torget recta 8 phi ies A +0/+2. 
Unyaro Griffin 3* 
Ping. Sacrifice Unyaro Griffin: Cie target red spell that assigns damage 
to you or a creature you control. 2/2. 


Venerable Monk Ce SH 
When Venerable Monk om into ploy, gain 2 ite if, 2. 

Veteran Bodyguard G** LUR 
Damage done to you by blocked creatures is instead done to ‘tis! 


unless Bodyguard is rt fh. 


Vigilant Mar Y cco MG 


soctfice Marty: cat torget creature. a, @, Sacrifice Mar- 
tyr: Counter o target spell that tor ets 0 on enchriment in play. 1/1. 
Visions OR i 
Look ot the top five cards of any iy then hie it if you wont. 
Volunteer Reserves x 
Banding, CU: a. 2/4. 


Wall of Caltro 

If Wall of tf trops blocks wth * ws, it gains fA 2/i. 
Wall of Essence 

For each 1 combat damage dealt to Wal o of ay! son 1 life. 0/4. 
Wall of Light SC Ue 

foci from black.1/5. 

Wall of Net SC oe 


EX 
At te t combat, remove from game all fake toced by Wall. If Wall 
leaves ploy, return all removed a ash to the pe 0/7. 
Wall of Resistance Sc MG 
Flying. At the end of any turn in wich Wl of Rett is dealt damage, 
ta +0/+1 counter on a 3. 


Wall of Swords U oe Gx LUR,4th,5th 
Flying. 3/5. 

Ward of Lights CC eee MG 
You may fa Wei ¢ Lights as an instant; if on bury it ot end of tun. 
oo creature gains protection froma acolor - es ice. 


War Elepha SCC eee AN, CH 
nin trample. 2/2. 


owen target spe xcs costs a wo de goin 2 life. 


itt attacking creature does no domoge i in ona be tum. 
Warrior Angel SCR eee 

Flying. 17 each 1 damage Warrior Angel d deals, = mi ic. 3/4. 
Warrior en-Kor SC U coo eae 

@: Redirect 1 damage from Warrior erKor to 0 creature you control. 4 
Warrior's Honor INS Ce @ 

All creatures you control i +1/+1 until end of tun. 


sc EX 
Flying. If Hawk is put into ony graveyard from Yip you may search your 
ia oy a Welkin Hawk cord nd ut it it ito your hand. VA. 
** LUR,4th, Sth 


Knig] 
Protection from black, first strike. Cs 2 
hite Scarab EC * A 
ka creature gets +2/+2 as long os any other player has any white 
cords. Target creature cannot be blocked by white creatures. 


White 


= White Ward ee LUR 4th 
: Target creature gains protection from white. 

£ Wild Aesthir SCC eee Al 
H Flying, first strike, aa: +2/+0 until end of “4 Yu cannot spend more 
thon aa in this way a _ a 

£ Winds of Rath ooo DKK 

H Destroy all creatures with E pend on them. Those creatures cannot 
: be regenerated this turn. 

+ Witch Hunter Y coo Qee OK, CH 


OCerr CCC eC CrCctitcr Ct Citi tt trettrcttccceerecnened 


CO Ct cote Crirererers 


ADESE AT ENEDA ONAN N NR EE DERE N NENA ST ERNE EES 


@: Dol ome fo target player. a ae a, @: Retumn target creature 
opponent controls to owner's = ] A. 

Worthy Couse INS * TM 

Buyback @. Sacrifice a creature: cn life equal to the creature’s toughness. 

Wrath of God INS coors Dae == LUR AH Sh 
Bury all creatures in play. 

Yore INS R ee MG 
Target Sat a layer controls gets wo until end of turn. That 
creature may block up to three creatures this turn. 

Youthful Knight SC Ce @* SH 
First strike. 2/1. 

Zealots en-Dal J coo @* EX 

og i upkeep, if all riod permanents you control are white, gain 1 


thai 
Flonking. 

Zhalfirin Cru 
Flanking. «a: i ; aan from Zhalfirin Crusader to target 
creature or player. 2 

Zhalfirin Knight (CC eee 
Flanking. a a: First strike until end of of tu, ine 

Zuberi, Golden Feather 
Flying. Counts as a Griffin. All other Gifs get +] NVA 3/3. 


: ® to your mano pool. : Add q@ to your mana pool and take | 
®: Add # to your mana ool and take | damage. 
Adventurers’ UN Ue 1G 

All your green legen mre - “e other legends. 


HL 
d | col a pool. a, @: Add @ to your pool. @, 
id # nyo 80.0 @ to your 4 


U M 
Tene colorless no i ‘ih ead pool. Tomb deals 2 damage to you. 


&, @: You and opponent choose a creature. Both creatures are tapped 
and deal their power in damage to pe another. 

1 colorless mana to oo ®, ©: Add %* to your pool. 

= Add @ to your pool, @ @ to your pool. 

LAN eecee 


R U, 
at Add @ or # to your mana Pool. Counts as a mountain and a swamp. 
Comes into play topped. @, Sacifice: ‘Sort your library for an island or 
swomp. Put ephen land into play. 

When Post comes 4 play, 


mmander 
© #**: Target oo ge 1/41 wie end of tum. on. 
r D¥* 


MG 


HL 


cde an pe mountain or bu rs 
Pela to target attacker 


®: Add ow 2. - Do! 


r 


ny UR 
Add @ to your pee i ots as a Swamp and a Forest. 
Bazaar of LAN Reece AN 
@: Draw two cards; ener = three cards from your hand. 
Voult FE,Sth 
Comes into play tapped. Hse moy hve Y Voult Ipped to put 0 counter on it. 
@: Remove any number . ss adding for each one, AS 


: colorless mana to your pool. «: Add @@ to your mana pool and 
toke 1 damage. @: Add . ‘ arte mana pool and take 1 damage. 


Sage = play tapped. @: Add one colorless mana to your mana pool. 
@: 
Costle 


@ 0 @ to your panes pool. Coldera Loke deals 1 damage to i 


colorless mana to your pity ® @: Add @ to Mey pool. 
Add @ to your pool. @, @: “Add @ to your pool. 5 


ite legends gi = - aha legends, 


TM 
®: Add one colorless mana a Mh mana ay @: Add @ or es to your 
mana pool. Cinder Marsh does not Exe during your next untap “ cy bh 


Brass LAN 
©: Add 1] mona of ony col a ~ 1 damage whenever City is tapped. ~ 


©: Remove one of OW. cand put a counter on City. @: Add X 
she tite aresimumrae. 


EX 
IF you play a land, sacrifice City of tae ®: Add two colorless mana to 
our mana pool. 


VS 
Comes into play toy When Atoll ae aie play, return an untapped island 
you control to your hand or bury Atal @: Aad ®@ to your mana pool. 


®: Add @ to your mana dl e, sete Add # to your mana am 


©: Add @ ® your mana ~ @: Dol a dice to any attacking .. 
after it deals damage, * 


VS 
Comes into play topped. When Dormont Volcano comes into play, return on 
untopped mountain you control to owner’s hand or bury Dormant Volcano. 

e Mi ge your mana pool 


R 
@: Sacrifice 0 creature to re life equal to its toughness. 


FES 
Comes into play topped. You may leave e Hol topped to put O counter on it. 
®: Remove any number of counters, adding > for each one. 
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Name Kind CR Rating Sets Found 
Description 

Dwarven Ruins LAN 


Comes into play tapped. 4: Add @ to your mana pool. @, Sacrifice * 
Dwarven Ruins: Add @@ to your mana pool. 
Ebon Stronghold IAN U eee Fi 


ESth : 
Comes into play tapped. @: Add 4 to your mana pool, @, Sacrifice Ebon: 


Prong ; Add 4 to your mana pool. 

Elephant 

®: Add @ to your mana fat ®: Regenerate an Elephant or Mammoth. 

Everglades NU ee VS 

‘omes into play tapped. When Everglades comes into pay eturn on 
untapped swamp you control to owner's hand or bury Everglades. @: Add 
®® to your mona pool. 

Flood Plain N U ee MG 
Comes into play tapped. @: Sacrifice Flood Plain: Search your library for a 
plains or island. Put that land into play, 

Gemstone Mine 
When Gemstone Mine comes into play, put three counters on it. @, 


Remove a counter from Gemstone Mine: Add one mana of any color to your : 


mano pool. If there are no counters on Gemstone Mine, bury it. 

Ghost Town NU ee TM 
@: Add one colorless mana to your mana pool. «@»: Retum Ghost Town to 
owner's hand. Use this ability only during another player’s tum. 

Glacial Chasm eee 
CU: 2 life. Sacrifice « land when Glacial Chasm comes into play. You may 
not attack. All damage done to you is reduced to 0. 

Grasslands LAN o MG 
Comes into play tapped. @, Sacrifice Grasslands: Search your library for a 
forest or plains, Put that land into play. 


Griffin Canyon UN R ee VS: 


®: Add one colorless mana to your mana pool. @: Untop target Griffin. 
That Griffin gets +1/+1 until end of tum. 
Halls of Mist UN Re IA 
CU: @. No creature may attack if it attacked during its controllers last tum. 
Hommerheim LLU eee G 
®: Add @ to your mana pool. @: Remove landwalking from torget 
creature until end of turn. 

Havenwood Battleground LAN U eee FE,Sth 
Comes into play tapped. @: Add @ to your mana pool. @, Sacrifice 
Havenwood Battleground: Add @@ to your mana pool. 

Heart of Yavimaya LAN R eee 
When Heart of Yavimaya comes into play, sacrifice a forest or bury Heart. 
©: Add @ to your mana i ©: Torget creature gets +1/+1. 

Hollow Trees NR ee E,Sth 


Al 


Comes into play tapped. You may leave Trees inped to put a counter on i. : 


FESth : 
to put 0 counter on it. : 


Iasi § 


©: Remove any number of counters, adding @¥ for each one. 
Kcation Store IAN R ee 
Comes into play topped. You may leave Store tap 
©: Remove ony number of counters, adding # for each one. 
Ice Floe LAN U ee 
You may choose not to untap Ice Floe, 4: Tap a non-lying attacking 
creature. That creature doesn’t untop os long as Ice Floe is tapped, 


Island of Wak-Wak UN Reece AN: 


®: Reduce the power of one ‘- avs to 0 until end of turn. 
Jungle Basin UN oo 
Comes into play tapped. When Basin comes into play, retum on untopped 


VS 


Karakas 
®: Add # to your mana pool. @: Return target legend to owner's hand. 

Karoo N Ue VS 

Comes into play tapped. When Karoo comes into play, retum an untapped 


island you control to owner’s hand or bury Karoo. @: Add a @ to your ie i 
LAN Sth : 


Karplusan Forest eoce IA) 
®: Add @ to — mano pool. @: Add @ to your mana pool and take 1 
damage. @: Add @ to your mana pool and take 1 damage. 

Kjeldoran Outpost R seve 
When Outpost comes into play, sacrifice a plains or bury Outpost. >: Add 
4 fo your mana pool. @ a, @: Puta 1/1 soldier token into play. 

Koskun Keep IAN U ee 
©: Add 1 colorless mano to your pool. @, @: Add @ to your pool, @, 
©; Add @ to your pool. @, @: Add @ to your pool. 

Lake of the Dead UN R eee 


Al: 
When Loke comes into play, sacrifice a swamp or bury Loke. @: Add to : 


rp mana pool @: Sacrifice o swamp to add 4444 to your pool 
Land Cop UN R ee 1A 


©: Add @to your mana poo! and put a counter on Lond Cap. «: Add 3¥ to your i 


mana pool and put o counter on Cap. Remove a counter instead of untapping 
Lava Tubes LIN R ee 
®: Add & to your mana pool and put a counter on Land Cop. <: Add @ to 


your mana 

* Library of Alexandria ~=——LAN 
@: Add @® to your mana pool. @: Draw a card from your library if you 
hove exactly seven cards in hand, 

Lotus Vale UN 


A 


R eee 


WL: 
When Lotus Vale comes into play, sacrifice two untapped lands or bury Lotus. : 


Vole, «: Add three mana of any one color to your mana pool. 


© Maze of Ith To OK 


®: Untop target attacking creature. Creature neither deals nor receives 
damage as a result of comb 
Maze of Shadows LAN 
®: Add one colorless mana to your mana pool. ¢: Untap target attacking 


-% 


creature with shadow. That creature neither deals nor receives combat damage. : 
U cece AQ4th : 


Mishra’s Factory ; 
©: Add @ to your mana pool or give ony Mishra’s Factory +1/4+1 until end 


of tum. a: Mishra’s Factory becomes a 2/2 arfifact creature, until end of tum. : 


ART Aifoct Enchont Artifoct 
AC “Arie Gesture EC” Enchant Creature 
{R Current Rarity FL Enchant Lond 


140 INQUEST 41 


eve FESth : 


ld: ; 
raveyard UN R eee AN : 


UN eee WL i 


i 


forest you control to owner’s‘hand or bury Basin. @: Add a to your pool. : 
LLU eeee ; 


A: 


pool ond put court on Cap. Remove a contr tendo ur ing. : 
ex R eeeee ; 


Ue ™H 


AQ 
©: Add @ to your mana B Lee moy only be used to cast artifacts. 
eco 


Mogg Hollows TM 
®: Add one colorless mana to your mana pool. @: Add @ or @ to your 


mano pool. Mogg Hollows does not untap during your next untap phase. 
Sronghed LN Us 16 


Mountain or NU 
All your red legends may band with other legends. 
Mountain Valley UN U ee MG 
Comes into play wai ®, Sacrifice Mountain Volley: Search your library 
for a mountain or forest. Put that land into play. : 
Oasis UN U ee AN,4th = 
®: Prevent | damage to any creature, : 
Pendelhaven LL eeee 1G : 
@: Add @ to your mana pool. @: Moke target 1/1 creature +1/+2 until: 
end of tur. : 
Pine Barrens LAN R eee TM : 


Comes into play topped. «: Add one colorless mana to your mana pool 


Plateau » INR eeeee aly 
@: Add @ or 4 to your mana pool. Counts as o mountain and a plains, 
Quicksand IAN U ee 
©: Add @ to your mana pool. «, Sacrifice Quicksand: Target attacking 
creature without flying gets - fa until end of tum. 
Rainbow Vale LAN R ee 
®: Add 1 mana of any color to your pool; Rainbow Vale passes to 
opponent at end of tum. 
Reflecting Pool NR eee 
: Add to your pool 1 mana of any type that any land you control can produc 
River Delta LAN R ee 
©: Add @ to your mana pool and put a counter on Lond Cop. @: Add @ to 
your mana 
Si. Tar Pit 
0 


swamp or mountoin. Put that land into play. 
Rootwater Depths LAN U see ™ 

@: Add one colorless mana to your mana pool. @: Add @ or @ to ie 

mana pool. Rootwater Depths does not untap during your next untap pi 
Ruins of Trokair LAN  U eee £ 


Comes into play topped. 4: Add # to your mana pool. «, Sacrifice Ruins i 


of Trokair: Add ¥€ # to your mana pool. 


Safe Haven UN R 
, ©: Remove a creature you control from game. During upkeep, soctitice 
Sofe Haven to return all creatures it has removed from gome to play. 
Salt Flats UN R eee 
Comes into play topped. @: Add one colorless mana to your mana pool. 
®: Add @ or a to your mona pool. Salt Flats deals 1 damage to you. 
Sand Silos INR ee FE,Sth 
Comes into play tapped. You may leave Silos tapped to e 0 counter on it. 
©: Remove any number of counters, adding @ for each one. 
Savannah UN RR eecce LU, 
©: Add 4 or @ to your mana pool. Counts as a plains and a forest. 
Scabland LIN Rese TM 
Comes into play topped, 4: Add one colorless mana to your mana pool. 
@: Add @ or # to your mana pool Scabland deals 1 damage to you. 
School of the Unseen NU ee 
: Add @ to your pool. 2, @: Add 1 mana of any color to your pool. 
Scorched Ruins LAN R eee WL 


When Scorched Ruins comes into play, socrifice two untapped lands i 


or bury Ruins. @: Add four colorless mana to your mana pool. 
Scrubland LAN RR eeece LU, 
@: Add a or & to your mona pool: Counts as a plains ond a swamp. 
Seafarer’s Quay IN Ue 1G 
All your blue legends may band with other legends. 
Sheltered Valley LAN R ee 
When Valley comes into play, By ony other ‘ay you control. During your 
wrk, if you control 3 or fewer lands, gain one li 
Skyshroud Forest LN | R eee 
Comes into play topped. «: Add one colorless mana to your mona pool. 
©: Add @ ot @ to your mano pool. Forest deals 1 damage to you. 
Soldevi Excavations LAN R eee 
When Excavations comes into play, sacrifice an untapped island or bury 
Excavations. @: Add @ @ to your mona-pool. @®, @: Look at the top of 
yout library. You may put that cord on the bottom of your library. 
Sorrow’s Path UN Re 
®: Exchange two of va blocking creatures. Whenever Sorrow’s 
Path is tapped, it does 2 damage to you and to each creature you control, 


EN Enchantment INT ee SC Sinmmon Creature 
EW Enchont Worl! Lond SL. Summon Legend 
INS Instont MS Mana Source SOR Sorcery 


i Svyelunite Temple 


fe 


™ : 
a, $ 
hi 
pl nd pt coo op. Rave corset ou 3 

oe H 
mes into play tapped. @, Sacrifice Rocky Tar Pit: Search your library fora: 


ase. : 
5 


DK.CH 


A: 
fe. @: Add ro : 
: Volrath’s Stronghold 


Ok i 


Name Kind CR Rating Sets Found Name Kind CR Rating Sets Found 
Description Description 
i © Mishra’s Workshop UN eoece Stalking Stones LAN U ee 


@: Add one colorless mana to your mana pool, : Stalking Stones 
becomes a 3/3 artifact creature permanently. 
© Strip Mine LAN YU eecce 
©: Add @ to your mana - ©, Soctifice: Destroy target land. 
N R eeee 


AQ,4th 


:  Sulfurous 5 rings 


®: Add a@ to your mana pool. @: Add @ to your mano pool and take 1 
domage. @: Add @ to Lr pe! pool and take 1 damage. 
ooo 


FE,Sth 
Comes into lay topped. @: Add @ to your mana pool, #, Sacrifice 
Svyelunite Temple: Add @@ to your mana pool. 
Tabernacle at Pendrell Vale Ll = R eee 1G 


All creatures require an upkeep cost of in addition to other upkeep costs, 
Destroy a creature if its upkeep is not paid. 
Taiga LAN R eeeee LUR 
@: Add @ or @ to your —_ i Counts as a forest and a —_ 
. 


@: Add @ or @ to your mana pool. Pine Barrens deals 1 damage air : Toler be 


Phasing. Comes into play — om Add @@ to your mana pool. 
oe 


: Thalakos Lowlands 


®: Add one colorless mana to your mana pool. @: Add @ or 4 to your 
mona pool. Does not untap during ~ next untap phase. 

Thawing Glaciers LAN oooce Al 
Comes into play mye ®, ©: Search your _ for a basic land and put 
it into play tapped. At the end of your tum, return Glaciers to owner’s hand. 

Timberline Ridge UN R ee "A 
If any counters are on it, Ridge doesn’t untap. Remove a counter from Ripe 
at end of upkeep. @: Add @ to pool and put a counter on Ridge. @: 

@ to pool and put o counter on Ridge. 
Toloria yet = 0 1G 
@: Add @ to your mana pool. «: During upkeep, remove banding or 

bonds with other ability 7 ee creature until end of turn. 


Tropical Island R eeeee LUR 
*  @: Add @ or @ to your mana pool. Counts as a forest and an island. 
Tundra LAN R eeeee 


©: Add @ or # to your mana pool. Counts as an island and a plains, 

Underground River LAN Reece , 
®: Add 1 to your mona pool. @: Add @ to your mana pool and take | 
damage. @: Add @ to your mana pool and take 1 damage. 

Underground Sea LAN RR eeeee LUR 
®: Add @ or @ to your mana pool. Counts as a swamp and an island. 


text that you rll dice with, Put the two 
toe on yo've got on nbente 
combo which works best if you put the, 

‘mana from your dice pool directly onto your 
‘ce Cauldron. Or maybe you could puta spell on 
the Ice Couldron tht wil lat you retieve the 
Spark Fiend when it goes to he graveyard, because 
ou know the pnt Fendi going here ee 0 
maybe you ool heep ck ofthe itl for tho Spark, 
aod et tro Calin. Bw. 


Undiscovered Paradise UN R eee VS 
©: Add one mana of any color to your mana pool. At the beginning of your 
next untop phase, retum Undiscovered Paradise to owner's hand. 

a Citadel UN Ue 1G 


All your black legends may band with other legends. 

Urborg LLU eee 1G 
®: Add @ to your mana pool. @: Remove first strike or swampwalk 
ability from target creature until end of turn, 

Urza's Mine UN ( ee ‘AQ,CH, Sth 


@: Add a to your mana pool. If you have Urza's Mine, Tower and Power 
Plont in play at the same time, tap to add @ to your mana pool. 

Urza's Power Plant N ( ee AQ,CH, 5th 
@: Add @ to your mana pool. If you have Urza's Mine, Tower and Power 
Plont in play at the same time, tap to add @ to your mana pool. 

Urza's Tower IN Cee AQ,CH, 5th 
@: Add @ to your mana pool. If you have Urza’s Mine, Tower and Power 
Plant in play at the same time, tap to add @? to your mana pool. 

Vec Township UN eee 
®: Add one colorless mana to your mana pool. «: Add @ or # to your 
mana pool. Vec Township does not untap during your next untap phase. 

Veldt IAN R ee 
If ony counters are on Veldt, it doesn’t untap. Remove a counter from Veldt 
at end of your upkeep. @: Add @ to your mano pool and put a counter on 
Veldt. @: Add a to your mana pool and put o depletion counter on Veldt. 

Volcanic Island UN R. eeeee BUR 
@: Add @ or @ to your mana pool. Counts as an island and o mountain. 

NR eee SH 


@: Add one colorless mana to your mana lee DS, @: Put torget 
creature card from your graveyard on top of your library. 

Wasteland LAN U eeee 
®: Add one colorless mana to your mana pool. @: Sacrifice Wasteland: 
Destroy target nonbasic land. 

Winding Canyon LAN R eee WL 
@: Add one colorless mana to your mana pool, «@, @: Until end of turn, 
you may play creature cards whenever you could play instants. 

Wizards’ School UN U ee HL 
©: Add @ to your pool. a, @: Add @ to your pool. @, @: Add a to 
your pool, @, @: Add 4 to your pool. 
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AUGUST 15, COLLINSVILLE 

GREAT LAKES ENTERTAINMENT presents the CHICAGO PRO QUALIFIER, Gateway Center, One Gateway 
Drive. Call (618) 345-8998 for directions. Sanctioned Magic tournament & convention. Qualifier for 
Chicago Pro Tour. Format: Sealed; Tempest/Stronghold/ Exodus, you get one starter of Tempest, one 
booster of Stronghold and one booster of Exodus. Pre-register for $22 or $25 on-site. Lots of side- 
tournaments & dedler tables. Also huge auction of Magic & Star Wars cards. For more information 
about this event or other tournaments, call (847) 222-1994 or e-mail ProTourUSA@aol.com. 


AUGUST 22, GLEN ELLYN 

GREAT LAKES ENTERTAINMENT presents the VALUE MEAL DEAL, Holiday Inn, 1250 Roosevelt Rd (Rt. 
38). Call (630) 629-6000 for directions. Magic tournaments at a reasonable price with great value. 
Sanctioned Magic tournament & convention. Format: Sealed; Tempest/Stronghold/ Exodus. You get 
one starter of Tempest, one booster of Stronghold & one booster of Exodus. Entry: $9, Yes, that is 
not a misprint. ONLY $9 and you get the starter and boosters FREE. Prize: $250 savings bond. Lots 
of side-fournaments & dealer tables. Also huge auction of Magic & Star Wars cards. For more infor- 
mation about this event or other tournaments, call (847) 222-1994 or e-mail ProfourUSA@aol.com. 


AUGUST 29, PALATINE 

GREAT LAKES ENTERTAINMENT presents the CHICAGO PRO QUALIFIER, Holiday Inn, 1550 E. Dundee 
Rd. Call (847) 934-4900 for directions, Sanctioned Magic tournament & convention. Qualifier for 
Chicago Pro Tour. Format: Sealed; Tempest/Stronghold/ Exodus, You get one starter of Tempest, one 
booster of Stronghold & one booster of Exodus. Pre-register for $22 or $25 on-site. Lots of side-tour- 
naments & dealer tables. Also huge auction of Magic & Star Wars cards. For more information about 
this event or other tournaments, call (847) 222-1994 or e-mail ProfourUSA@aol.com. 


SEPTEMBER 5, CHICAGO 

GREAT LAKES ENTERTAINMENT presents the ROME PRO QUALIFIER. Call (847) 222-1994 for directions. 
Sanctioned Magic tournament & convention. Qualifier for Rome Pro Tour. Format: 
Tempest/Stronghold/ Exodus Constructed. Pre-register for $18 or $20 on-site. Lots of side-tournaments 
& dealer tables. Also huge auction of Magic & Star Wars cards. For more information about this event 
or other tournaments, call (847) 222-1994 or e-mail ProTourUSA@aol.com. 


SEPTEMBER 6, CHICAGO 

COLLECT A CARD & COMICS. Weekly Magic:TG tournaments. Fridays, 7:30 p.m. sharp. Type Il. Great 
selection of Magic singles—up to 90% of our singles are lower than guide. Also our BIG EVENT DCI 
SANCTIONED TYPE II TOURNAMENT. SEPTEMBER 6, 1309 S. ASHLAND. HUNDREDS OF DOLLARS 
WORTH OF CASH & PRIZES, SIDE TOURNAMENTS WILL BE AVAILABLE. Registration from 9:30 a.m.- 
10:30 a.m. For more information and/or dealer table reservations, please call (773) 523-5800 
between 12 p.m.-8 p.m. or e-mail: CCNCOMICS@aol.com. 


INDIANA 


AUGUST 30, FT. WAYNE 

GREAT LAKES ENTERTAINMENT presents the CHICAGO PRO QUALIFIER. Holiday Inn, 3330 W. Coliseum Blvd. 
(I-69, exit 109A). Call (219) 484-7711 for directions. Sanctioned Magictournament & convention. Qual- 
ifier for Chicago Pro Tour. Format: Sealed; Tempest/Stronghold/ Exodus. You get one starter of Tempest, 
one besten dl Stak hold 8 one booster of Exodus. Pre-register for $22 or $25 on-site. Lots of side-tour- 
naments & dealer ible, Also huge auction of Magic & Star Wars cards. For more information about this 
event or other tournaments, call (847) 222-1994 or e-mail ProfourUSA@aol.com. 


KENTUCKY 


AUGUST 16, LOUISVILLE 

GREAT LAKES ENTERTAINMENT presents the CHICAGO PRO QUALIFIER. Galt House Hotel, 141 North 
4th Ave. Call (502) 589-5200 for directions. Sanctioned Magic tournament & convention. Qualifier 
for Chicago Pro Tour. Format: Sealed; Tempest/Stronghold/ Exodus. You get one starter of Tempest, 
one booster of Stronghold & one booster of Exodus. Pre-register for $22 or $25 on-site. Lots of side- 
tournaments & dealer tables. Also huge auction of Magic & Star Wars cards. For more information 
about this event or other tournaments, call (847) 222-1994 or e-mail ProTourUSA@aol.com. 


MICHIGAN 


EVERY FRIDAY & SATURDAY in AUGUST & SEPTEMBER, BATTLE CREEK 
B.C. HOBBY. Booster draft tournament every Friday at 7 p.m. $10 entry. Type Il tournament every 
Saturday at 12 p.m. $5 registration, Sealed deck tournament every Sunday at 12 p.m. $20 regis- 
tration. Lots of comfortable seating. Air conditioned too. Call (616) 968-1487 for directions. B.C. 
Hobby 48 S. 20th St. Battle Creek, MI 49015. 
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MINNESOTA 


AUGUST 22, ST. PAUL 

GREAT LAKES ENTERTAINMENT presents the CHICAGO PRO QUALIFIER. Best Western, 701 S. Concord 
St. Call (612) 455-3600 for directions. Sanctioned Magic tournament & convention. Qualifier for 
Chicago Pro Tour. Format: Sealed; Tempest/Stronghold/ Exodus. You get one starter of Tempest, one 
booster of Stronghold & one booster of Exodus. Pre-register for $22 or $25 on-site. Lots of side-tour- 
naments & dealer tables. Also huge auction of Magic & Star Wars cards. For more information about 
this event or other tournaments, call (847) 222-1994 or e-mail ProTourUSA@aol.com. 


NEW JERSEY 


AUGUST 29, GUTTENBERG 

KNIGHTMARE REALMS, 201 69th St., 10 minutes from GWB and Lincoln Tunnel. Sanctioned sealed deck draft. 
Players receive one Tempest starter and two Exodus boosters. Prizes for Ist, 2nd & 3rd place. $18 admis- 
sion in advance or $20 day of show. Doors open 9 a.m. and deck construction begins @ 10 a.m. There will 
also be side events. Pre-registration is strongly recommended. For more information, call (201) 453-0576. 


SEPTEMBER 17-20, CHERRY HILL 

SHORECON ‘98, Sponsored by Gamer’s Realm & Hobbymasters. Hilton Cherry Hill, Rt. 70E. Call (609) 
665-6666 for directions. Full weekend of the best gaming of all genres! Pro Tour Rome Qualifier by 
Gray Matter. Sanctioned Magic, MFNA, RPGA events. Guests, vendors, anime, auction, demos and more! 
$30 pre-registered, $40 at door, for the weekend. $5 club discount. All tournaments FREE! Except Sealed 
Deck/LARPs. Contact: Heleen Durston, Multigenre, 2432 Steiner Rd, Lakehurst, NJ 08733-3437; call 
(732) 657-3311; e-mail info@multigenre.com. 


OCTOBER 3, SOMERSET 

MANIA ‘98 Quality Inn 1850 Easton Ave. Call (732) 469-5050 for directions. New Jersey’s GREAT- 
EST Gaming & Comic Convention featuring Magic:TG, Games Workshop and game demos. Special 
guests TBA. Tables $60 each or 2 for $110. Admission $5, Mention this ad and get $1 off. Sealed deck 
pre-registration $17 or $20 at door. Type Il: $12 or $15 at door, 10 a.m.-10 p.m. For more info, con- 
tact: THE WINDING WAY @ (732) 248-1185 or e-mail TheWinding@aol.com. 


NEW YORK 


EVERY WEEKEND IN AUGUST & SEPTEMBER, NANUET 

WIZARD WORLD. The longest running tournament in Rockland! 1/4 mile East of the Nanuet Mall on 
Route 59 in the Service Merchandise Shopping Center. Type !l madness every Friday at 6 p.m. $4 entry 
fee. Prizes for the top three competitors! Sealed deck & booster drafts on Saturdays. Arena league 
days every Sunday. Games Workshop Chapter approved. Free and dedicated gaming area for card 
and roleplaying games and two terrains for Warhammer, 40k and Fantasy Battle. We will demo any 
game upon request. For further information, contact John Donohue @ (914) 624-2224. 


AUGUST & SEPTEMBER, MASTIC 

Sanctioned Magic:T6 tournaments every Friday at 6:45 p.m. All formats. Sanctioned Babylon 5 tour- 
naments twice a month, Ist through 5th place prizes. Call for dates. Sanctioned Star Wars and Star 
Trek tournaments every Saturday at 1:30 p.m. Sanctioned (-23, Xena Deeplands tournaments every 
Sunday from 1-4 p.m. Magic Arena League and (-23 Arena held every day! Golden Memories Comics 
and Cards, 1265 Montauk Highway, Mastic, NY. For more information, call Rich @ (516) 281-0554 
or e-mail rseguino@sprintmail.com. 


OKLAHOMA 


AUGUST 29, TULSA 

COLLECTIBLES EXTRAVAGANZA, Tulsa Fairgrounds Exchange Center One. Over 200 dealer tables featuring 
card games, comics, beanies, hot wheels, action figures and much more. Tulsa’s largest Magic tournament 
this year! Sealed Deck: Tempest, Exodus, Si N20 entry fee. Swiss style. Ist place prize is $250 cash, 
2nd: box of Exodus, 3rd-8th will be awarded. DCI Sanctioned. Call now to enter. Only 128 slots open! Star 
Wars tournament: Sealed Deck, Sanctioned. $20 entry fee. Big prizes! Only 32 slots! To pre-register, call Ron 
@ (918) 366-7431, write to 17248 S. 92 E. Ave, Bixby, OK 74008 or e-mail colcon@Rapfire.net. 


TEXAS 


SEPTEMBER 19-20, HOUSTON 

NOSTALGIA PROMOTIONS COLLECTORS SHOW AND MAGIC TOURNAMENT, Holiday Inn, 7787 Katy 
Frwy (I-10 West) Antoine exit. 50+ tables @ $50 each day. Discounts available. $2 adult admission, 
children under 12 FREE with ad. 10 o.m.-4 p.m. BOTH DAYS! Standard (Type 1!) DCI Sanctioned, two 
day Magic Tournament. Entry fee $5, Swiss Style. Sign up at 10 a.m. Starts at noon. Random Comix 
wile present and will judge an art contest, BOTH DAYS! Ist 100 paid admissions and the fastest pitches 
on the radar-speed machine will be eligible for drawings each day! Over $400 in prizes will be given 
out! For more information, contact Andrew Mingle at (713) 263-8804. 


VIRGINIA 


SEPTEMBER 6, TYSONS CORNER (Washington D.C. area) 
CAPITAL ASSOCIATES MONTHLY COMIC, TOY, MAGIC AND NON-SPORT CARD SHOW, Tysons Corner 
Westpark Hotel, 8401 Westpark Drive McLean, VA. Take exit 10 (Route 7 West) off 1-495, 1/2 mile 
West on Route 7, hotel is on the right. Call (703) 734-2800 for directions. 90 tables available. Ven- 
dors: Ist table $65, $60 2nd table, $55 3rd+ table. $2 admission, children under 5 FREE. 10 a.m.- 
4 p.m. FREE parking. Buy, sell & trade: MAGIC and other gaming cards, gold, silver & new comics, 
independents, anime, figures, toys, BEANIE BABIES, posters, T-shirts, original artwork, non-sports. 
cards etc. Contact Jeffrey Rocen @ (703) 912-1993 or e-mail:comicshow@aol.com,http://mem- 
bers.aol.com/comicshow. * 
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Magic: The Gathering is a registered trademark of Wizards of the Coast. 
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A 


Overview 

Magic: The Gathering is a trading card 
game produced by Wizards of the Coast 
where the players represent mighty wiz- 
ards battling for control of a plain of 
Dominaria. This is the 53rd edition of 
the game, officially published in August, 
2014. These rules supersede all previous 
editions, including the 52nd Edition, 
published in July, 2014. Those caught 
using previous editions will be severely 
beaten by three pro wrestlers or forced 
to participate in a Spellfire tournament, 
according to the choice of the offender. 


Card Types 
Each card has a card type, which is given 
underneath its art. The first type of card 
is—hey, wait a minute. Something’s wrong 
here. My cards are all the same! THEY’RE 
ALL BROWN! WHAT THE HELL IS—oh. 
Forgot to turn them over. Heh heh. 
Anyway, there are two types of cards. 
The first type is land, which includes 
swamps, plains and fast food restaurants, 
like Mox Donald’s. The second type is 
unland, which includes—well, | don’t 


Mox Donalds 


ax 


Land 


First MeDonald’s photo courtesy 
of the Everett Collection 
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RICK SWAN'S UNIQUE TAKE ON THE WORLD OF GAMING 


Magic: 2014 


know what they are, because all the writ- 
ing on my damn deck is upside down. 


Card Colors 

The 53rd Edition of Magic has six different 
colors: black, blue, green, red, white and 
purple, a new color brilliantly introduced 
in InQuest #22. InQuest, sadly, is no 
longer published, having gone belly-up 
after it renamed itself GinQuest, The Guide 
to Recreational Boozing. |In the new 
edition, there are no longer equal numbers 
of each color, owing to recent affirmative 
action rollbacks. 


Getting Started 

Playing Magic is as easy as pie. Magic, 
however, is not as tasty as pie. But it is 
much less messy, as anyone who’s tried 
to shuffle a pie can attest. 

Follow these simple steps: 

1. Carefully remove the cellophane 
from the deck. Throw it away. 

2. If you kept the cellophane and 
threw away the deck, start over. 

3. Strip out all Atogs. Mail to Rick 
Swan, 151 Wells Ave., Congers, NY 
10920. 

4. Strip out all Serra 
Angels. 

5. When finished admir- 
ing the Serra Angels, put 
their clothes back on. 

6. Square off the 
remaining cards. A Magic 
deck is loaded with infor- 
mation, which can be 
pretty scary. Approach with 
caution. A non-threatening 
introduction should get 
you off to a good start, like 
“Hello, deck.” 

7. The second date with 
the deck might consist of 
dinner, a movie and a walk 
in the park. If all goes well, 
consider a good night kiss 
on the artifact. 

8. If more than a kiss on 
the artifact is attempted, 
the deck is free to respond 


BEANS, 
BEANS, THE MUSICAL 
FRUIT... 


with a face slap or butt smack. Which, 
let’s face it, you asked for, jerk. 


First Rule of Magic 

Occasionally, a card’s effect contradicts 
the rules. In previous editions, this has 
happened approximately, let’s see, 
1,794,086 times. But we took care of it 
in this edition. No kidding. Except, uh, 
for Toilet of Tetravus, which is a typo. 
And the text for Gwendolyn’s Hemor- 
rhoids, where the designer had a little 
too much GinQuest, if you know what | 
mean. And, er, the text for Lumpy 
Wiener of Wingdingy, which was... Oh, 
the hell with it. 


Mana Pool 

This is not a place for swimming. It is, 
instead, a place to fish for mana. If a crea- 
ture card consumes sufficient mana, it can 
produce a powerful, immobilizing spell. 
A similar effect may be achieved by feed- 
ing it baked bean cards. 


Banned and Restricted Cards 

The following cards, compiled from all 
previous editions, have been banned 
and/or restricted and may not be used in 
any type of official play: Abyssal Anus, 
Acidic Anus, Active Anus, Agent of 
A.N.U.S., Alabaster Anus, Aladdin’s Anus, 
Ambushed Anus, Amulet of the Anus, Ani- 
mate Anus, Angelic Anus, Angry Anus, 
Ankh of Anus, Anti-Anus Aura, Anus ‘n’ 
Andy, Anus Ants, Anus Anus Who’s Got 
the Anus, Anusen Bureaucrats, Anus Cru- 
sader, Anus Itch, Anus of the Meek, Anus 
Oakenshield, Anus Party, Anus of Thorns, 
Anus You is My Woman Now, Anus Wee- 
nie, Anus Spirit Crafter, Anus the Holy 
Avenger, Anus Three Plug Carburetor, 
Anus Gore, Anus to Anus, An-Zerrin Ruins 
of Anus, Apprentice Anus, Archanus, Arena 
of the Anus, Army of Anus, Asmira Anusa, 
Autumn Anus, Awesome Presence of Anus, 
Axelrod Anus, Big Bad Anus (list contin- 
ued on pages 13-192). wo 


Rick Swan is the former editor of FinQuest: 
The Guide to Collectible Carp 


8 WHITE BORDER PREMIER EXPANSION PACKS - DARTH 
VADER FRAMED IN WHITE IS STILL...DARTH VADER 


RAPID DEPLOYMENT ~- THE QUICK WAY TO BRING 
TROOPERS OUT TO PLAY 


2 EXPANSION PACKS FROM CLOUD CITY - WHY PUT 
YOUR ENEMIES ‘ON ICE”? WHEN YOU CAN FREEZE 
THEM IN CARBONITE? 
SARLACC - DON'T WAIT A THOUSAND 


EARS TO PLAY WITH THIS CREATURE! 


THUNDERFLARE ~- TAKE A TRIP ON 
CAPTAIN KHURGEE'S FIRST LOVE 


=, 


FLAGSHIP OPERATIONS - AS IF THE _ 
EXECUTOR WASN'T SCARY ENOUGH! 


MON CALAMARI STAR CRUISER - LET 
HE REBELLION TRAVEL FIRST CLASS! MON MOTHMA - PLAN YOUR STRATEGY WITH A 
FORMER MEMBER OF THE IMPERIAL SENATE 


2 EXPANSION PACKS FROM DAGOBAH - SHORT A BRAND-NEW, DURABLE CARRYING CASE - NOW YOU 
HE IS. SLOW HE IS. TEACH YOU TO MASTER THE CAN HAVE ONE CASE FOR YOUR LIGHT SIDE CARDS AND 
FORCE HE WILL. ONE FOR YOUR DARK SIDE CARDS 


IF IT'S IN YOUR HEAD it's in HERE 


THE STAR WAR S™ CUSTOMIZABLE CARD GAME“ SECOND ANTHOLOGY” 
AVAILABLE THIS SUMMER 


DEC IPA E RB’ 


The Art of Great Games® : www.decipher.com 


© Lucasfilm Ltd. & TM. All rights reserved. Used under authorization by Decipher Inc. TM, ® & © 1998 Decipher Inc. All rights reserved. Decipher Inc. Box 56, Norfolk, VA 23501. 


1. Don’t cheat. 
2. When you're cheatin’, don't get caught. 
3. If you get caught, shoot first. <a 


If you aren’t playing the 
Doomtown"™ TCG, you're missing 
the gaming event of the year. 


This fall episodes 7-9 feature the 
rough-and-ready Texas Rangers, the 
federal enigma called The Agency, and 
the crazy zealots of The Flock. 


More factions stake their claim each month. 
Hop on the bandwagon. 


Doomtown. Dead ahead. 


“One of the most exciting [TCG] releases since 
Magic” came out in ’93.” 


—InQuest magazine 


PINNACLE 
ENTERTAINMENT 
GROUP Inc. 


Just because it's a ghost town don’t mean it’s empty. H 
For more information call: 1-888-45-RINGS 


OF THE COAST” 


Five RINGS PUBLISHING Group cand Deomtown are trademarks of Five Rings Publishing Group, Inc. Deadlands is a trademank of Pinnacle Entertainment Group; | 
it and related marks are protected by trademarks and copyrights owned by Pinnacle Entertainment Group and are used under license. Five Rings Publishing \ 
Group, Inc., is a subsidiary of Wizarcls of the Coast, Inc. Magic is a registered trademark of Wizards of the Coast, Inc. ©1998 Wizards of the Coast, Inc. | 
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